Rob Bi GON Baik 


- 
: 


* THE COMPLETE OFFICIAL GUIDE 


A SSASSINS 
fF —CREED IVa 
| BLACK FLAC 


COVERS ALL PLATFORMS 
INCLUDING XBOX ONE 
AND PLAYSTATION 4 


UBISOFT 
piggyback 


FOREWORD 


Welcome aboard the Assassin's Creed IV Black Flag Official Guide. 


This guide is the perfect shipmate for dedicated Assassin’s Creed fans 
and for newcomers who have more recently discovered Edward Kenway’s 
charisma and the vastness of the Assassin's Creed world. These pages 
will accompany you through your hours of exploration and the adventure 
that lies ahead. 


| am particularly proud of what this book has in store for you —| see it as a 
testament to the scale of work accomplished collectively by the numerous 
Ubisoft development studios across the globe. 


| consider Assassin's Creed IV Black Flag a critical episode in the series: 
it is an evolutionary game that combines both tradition and renewal. 


« It is evolutionary because it develops the scope of the franchise, 
adapting it to contemporary gaming trends. It initiates a new story arc 
and it is being released on next-gen consoles, 


« It respects tradition by remaining true to the heritage of its 
predecessors, it expands on the multiple systems and gameplay 
pillars that so successfully built this gaming universe: freedom of 
choice, seamlessness, exploration, story-telling, gameplay variety and 
innovation, 


™ It's a game of renewal as Black Flag is a significant departure from prior 
installments, evidenced through its protagonist, its story and setting, 
its gameplay and world structure. It is the first true HD pirate-themed 
game to be released — a tribute to the ship boardings we all dreamed 
of as children. 


And so, to enjoy this (immense) game to its fullest and complete it at 
your own pace, this guide will be your ultimate log book, your shipmate, 
your companion. It is the product of a resolute collaboration between the 
Piggyback and Ubisoft teams, an association initiated by the release of 
Assassin's Creed ll. This guide has reached the heights of an absolute 
game extension, a perfect design document, one that conveys the essence 
of Assassin's Creed IV Black Flag to its reader. 


It reads almost like an adventure book and enables you to uncover 
everything, from secrets to side quests to treasure chests — all of which 
are abundant in the vast archipelago of the West Indies. To be completely 
frank, this guide will be of great use to many of us in the development team 
as it will allow us to savor the full scope of our game, something that is 
difficult to achieve in these days of specialized game development! 


We hope you enjoy these pages and we wish you fair winds as you sail 


the Jackdaw under the Caribbean sun. 


Jean Guesdon 
Creative Director, Assassin’s Creed IV Black Flag 
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Quickstart 


You will find a “Quickstart” section overleaf. This offers a visual presentation of the guide's 
contents, and explains how you can use the guide in an optimal way depending on your 
personal needs and expectations. 


Index & Map Legend 


If you would rather play with a minimum of assistance, the guide’s comprehensive Index 
can be used to jump to topics of interest whenever you need a hint or specific piece of 
information. You will also find a Map Legend that features all of the icons and annotations 
that you will encounter in the guide. : 


Vertical Tab 
The vertical tab on the right-hand margin of each double-page spread is a navigational tool 


designed to help you find your way around the guide. The top section lists the individual 
chapters, while the lower section highlights the part of the chapter you are currently reading. 


Update Notice 

We have taken every step to ensure that the contents of this guide are correct at the 
time of going to press, However, future updates to Assassin's Creed IV may contain 
adjustments, gameplay balancing and even feature additions that we cannot anticipate 
at the time of writing. 


_ Here, we provide a wealth of 


explanations, insights and techniques 


that will help you to play at a competitive 
level from your very first foray into the 
~ grossing Multiplayer mode. 


In this spoiler-heavy chapter, we 
offer a short recap of all secrets and 
unlockables, as well as an extensive 
analysis of major events in the 
Assassin's Creed lV storyline, and 
much more. 


Assassin’s Creed IV is one of the largest and most feature-packed games that we have ever had 
the pleasure to work and play with. In addition to its compelling main storyline (which will take at 
least 15 hours to complete with the wind in your sails), it also features dozens of side quests, 
numerous optional diversions and hundreds of collectibles. And the Caribbean map itself? This 


sandbox has an entire ocean to tame. 


Naturally, this quide book contains a commensurately huge amount of information and advice, as befits 
a genre-defining game of this size and stature. There is a lot to digest, and we recognize that some 
readers may wish to seek specific kinds of assistance and analysis to suit their particular play style. 


In this Quickstart section, we have defined six different areas of interest or general objectives that 
you may have. Depending on what your goals are as you begin playing Assassin's Creed IV, this will 
enable you to identify what sections of the guide will be most relevant to you. If you redefine your 
priorities as you delve further into the adventure, feel free to come back here to find quick references 
to other sections of the guide. 
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FAMILIARIZATION 


sin's Creed experience 


This is your first A 


Index & Map Legend 


lf you are keen to play with a minimum of assistance, you can 
use our comprehensive Index to jump to your topic of interest 
whenever you need a hint or specific piece of information. You 
will also find a Map Legend that features all of the icons and 
annotations that you will encounter in the guide. 


Vertical Tab 

The vertical tab on the right-hand margin of each double-page 
spread is a navigational too! designed to help you find your way 
around the guide. The top section lists the individual chapters, 
while the lower section highlights the major sections of the 
chapter you are currently reading. You can also use the Contents 
section at the, start of the guide to easily find topics of interest. 
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EXPLORATION 


You like to free roam in the game world and have 


fun with the many features available 


Story So Far chapter (page 10) 
Your ideal entry point to the guide, this features all you need to familiarize 
yourself with key developments in the series storyline to date. 


Primer chapter (page 22) 

This chapter is designed to help you ease into the opening hours of 
Assassin's Creed IV with confidence, focusing on core abilities and 
concepts. 


Walkthrough chapter (page 44) 
Step-by-step assistance for the entire storyline, with a focus on accessible 
and instant visuals that provide at-a-glance solutions. 


Charts & Collectibles section (page 130) 
A tour guide of every location in the game, with annotated maps, guidance 
to reach the hard-to-find collectibles, and assorted points of interest. 


Reference & Analysis chapter (page 226) 

An in-depth look at the many systems that underpin the playing 
experience — with a particular focus on the all-important naval concepts, 
the economic system, advanced combat, and unlockables. 


GAME COMPLETION 


Your goal is to complete the main storyline. 


Walkthrough chapter (page 44) 

Our Walkthrough covers all main missions with visual, at-a-glance 
solutions. We also provide helpful page references to other chapters, where 
you can learn about topics as and when these become relevant to your 
progression or performance. 
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‘COMPLETION 


100% SYNCHRONIZATION 


You will setlle for no less than 100% Synchronization 


Walkthrough chapter (page 44) 
A handy reference tool whenever you encounter a problem, with reliable 
solutions to Optional Objectives. 


Side Quests chapter (page 126) 

Walkthroughs, analysis and tips covering every optional activity in 
Assassin's Creed IV, along with detailed maps of all regions showing the 
positions of all collectibles and points of interest. 


Reference & Analysis chapter (page 226) 

A commanding presentation of the mechanics that govern the Assassin's 
Creed |V world, and a comprehensive point of reference as you acquire the 
game's countless unlockables. 


- MULTIPLAYER - 
You want to boost your progression in 
Assassin's Creed |V's multiplayer mode. 


Multiplayer chapter (page 262) 
This chapter provides a wealth of explanations, insights and techniques that 
will help you to play at a competitive level from the get-go. 


Story So Far chapter (page 10) 

Concise recaps, explanations and insights to help you understand 
the most important narrative concepts and developments in previous 
Assassin's Creed episodes. 


“Previously” sections (page 48) 
In our Walkthrough chapter, every Sequence begins with a quick recap of the 
key events that occurred in the previous Sequence. 


Story Analysis section (page 304) 

Our spoiler-heavy Extras chapter (be warned) features an extensive section 
where we analyze the game's plot and its most intriguing mysteries, 
and speculate on future developments. If you have any questions about 
Assassin’s Creed IV's story, this will help you to tie it all together. 


THEMATIC INDEX 


Whenever you seek help with a particular question, you may find that your most direct route to the answer lies in this thematic indéx. 


Beginner Questions 


| See page 24 
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See page ar 


| See page 240 - 


| See page 28 


| How do | control ships effectively? 
How do | “unfog” the map? 


How can | hide from guards? 


. | See page 31 


| See page 228 a ' 


What is “Synchronization”? 


What are Optional Objectives? 


See page 32 >. 
What are the key combat moves used to defeat guards? ied ea a a =a See page 40 a= 
| What are the staple strategies to defeat enemy ships? ear : | See page 232 — _ 
"What are the strengths and weaknesses of my enemies? a Pn) See ; | See page 241 | 
How do | make sense of the game's interface? | See page 26 | 
>. _ 7 | See page 24 ~ ae, SP | 
all a2 See page 25 | 


Spoiler-Averse 


e page 10 


I'd like to refresh my memory on major story events in previous episodes, but | don’t want a single spoiler. | Se 
secon 


Search Tools 


Where can | find help when | have a question on a specific topic of interest? i 


Where can | find out what a map icon stands for? 


How can | find what | need by just flicking through pages? 


See the index at the end ot the book 


| each double-page spread 


See the Map Legend section at the end of the book 


| Use the vertical tab on the right-hand margin of 


Where can | find a directory of all optional activities? 


4 
| See page 128 


I'd like to have a directory of all maps. 


See page 130 


—-— 


| don’t understand the story, What happened in previous episodes? | See page 10 
There are certain concepts and characters that I'm not familiar with. | See page 10 
I'm stuck in a main story mission. Where can | find help? | See page 44 
Sequence 01 | See page 4 

| Sequence 02 _| See page 48 _ 
Sequence 03 | See page 56 


Sequence 04 bya a ___| See page 68 = 2 ee 
Sequence 05 | Se page 76 

Sequence 06 a | See page 84 | 
Sequence 07 _| See page 90 

‘Sequence 08 | See page 96 

Sequence 09 See page 101 ; 


Sequence 10 


See page 106 


See page 114 


Sequence 11 
Sequence 12 


| See page 118 


| finished the game but |'m a little unclear on certain story developments. 


+ 
See page 304 (SPOILER WARNING) 


Completionist 


ls there an optimal order to complete all optional ac ctivties? 


4 Where can | find assistance for the following challenges? ap 


Templar Hunts 


Assassin Contracts 


| Naval |For 


Underwater r Shipwrecks/Caves 


“Warehouses 


Naval Contracts 


eoaaliaa 
| Legendary Ships 
Kenway’ s Fleet 


Abstergo E Entertainment. 


Abstergo Challenges 


Aveline Missions 


Where can | find a complete ist of all the rewards | that tcan nbe unlocked in the game? —— 


~ | See page 128 


‘| see page 184 
| See page 188 
See page 193 
See page 197 
See page 208 

| See page ye 212 my 
See page 216 

| See page 218 


| See page 220 ao; an . 


| See page 222 
See page 224 
) See page 302 


Advanced Tips & Analysis ' 


| | struggle with naval combat, 


| How car can | optimize t the way I upgrade the Jackdaw? 


| How can | be ‘more efficient when boarding other ships? 


/Seepage2322=si ( t:t~*~«*d 


See page 236 see . 
| See page 234 : 
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"How can | get all Achievernents/Trophies? 


i need info ona ft few ‘Specific missions. Is there a 2 checklist I can 1 use? 


“How can | | make money in this game? 


r 
Where can | finda full list of button commands and moves? 


| How can | level up to improve my performances? — 


rr want to become better in a specific game mode. 


“Which Abilities and Perks should | choose? 
I'd d like to read a good sel selection of tips. Ae 


‘Where can | find the Multiplayer maps? : 7 


I'd like a general introduction to key concepts in the Multiplayer mode. 


| struggle with the Wanted Level. How can | keep it low? | See page 240. | 
| What are the strengths and weaknesses of all enemy archetypes? [ | See @ page aoe | 
| What are the most powertul techniques | | can use in combat? | See page 250 


_| Se page as 


| See page 260 _ 
| See page 252 a es 
| See page 256 «mt 2 


| See page 2 264 - : ben a 
| See page 272 = | 
| See page 282. ea 5 
| See pages 279 and 281 | a -;, | 
. | See page 289 el b = | 


THE STORY SO FAR 


Before we leap into the life of Edward Kenway in Assassin’s Creed IV, we begin by revisiting 
the events of previous installments in the series. This short chapter offers concise recaps for 
all core episodes of the Assassin’s Creed story to date, with additional insights into key events 
and concepts that may — or, of course, may not — inform narrative developments in Black Flag. 


. ASSASSINS ¥ 


CREED ~« 


“PRESENT 


¥ | | ; i 
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Desmond (and, foreground, the Animus) in the Abstergo laboratory. 


September, 2012: DESMOND MILES, a New-York-based bartender, is 
kidnapped by agents employed by Abstergo, a multinational corporation. 
Held captive within a secure facility, he is forced by scientist Warren Vidic to 
interact with the ANIMUS — ostensibly a virtual reality machine but, in truth, 
so much more than that. This astonishing technology enables Desmond 
to experience and explore events in the life of a direct-line ancestor 
during the Third Crusade: Altair Ibn-La’Ahad, a member of the ASSASSIN 
BROTHERHOOD. 


Altair, a figure of crt 


Altair clashes with Templar soldiers. 


1191: Savagely castigated, stripped of rank and subjected to a mock 
execution as a punishment for his arrogance and disregard for Brotherhood 
tenets, the disgraced Assassin Altair is offered a chance of redemption: 
inflict a grievous blow to TEMPLAR power by assassinating a sequence 
of nine senior Order officials. The dying words of his final target reveal 
the existence of a tenth conspirator. This is none other than Al Mualim, de 
facto leader (“Mentor”) of the Assassin Brotherhood... and the architect 
of Altair’s quest. 


Altair returns to the Brotherhood stronghold at Masyaf to find most of its 
populace enslaved by Al Mualim via the fantastical powers of an object 
known as a PIECE OF EDEN. Though the Assassin is broadly immune to 
its insidious mind control, he is assailed by otherworldly projections as he 
confronts the traitorous Mentor. After the death of Al Mualim, Altair watches 
on in wonder as the Piece of Eden transmits a holographic representation of 
Earth, adorned with a series of annotations that appear to highlight specific 
locations. 


Desmond acquires Eagle Vision, and learns 2 few irreparable truths 


As the Piece of Eden reveals the projection, Desmond’s session within the 
Animus is abruptly curtailed by Warren Vidic. The Abstergo corporation, 
now Clearly identified as a front for the contemporary Templar Order, has the 
information that it requires: the potential locations of other Pieces of Eden. 
Only the intervention of Vidic’s assistant, the Assassin double-agent Lucy 
Stillman, persuades the Templar scientist to delay the planned execution of 
Desmond. She opines (quite correctly, as it transpires) that his lineage may 
yet lead to further discoveries. 


Shortly thereafter, Desmond experiences the power of the “BLEEDING 
EFFECT” for the first time — a process whereby a subject interacting with 
the Animus assimilates memories and capabilities of his or her ancestors. 
This unlocks the innate power of Eagle Vision (a capability shared by 
Altair), which enables Desmond to discover cryptic messages left by a 
prior Abstergo test subject — and, by the appearance of the scrawl, written 
in blood... 


Ri eONCEPTS & DEVELOPMENTS 


ANIMUS: Assassin’s Creed introduces the (alas, 
fictional) capacity of human DNA to record 
“genetic memories”. Each time DNA is passed 
on, the sum of a progenitor’s experiences — up to 
moments before conception for men, and before 
birth for women — is transferred to the resultant 
offspring. Each generation of humans, therefore, is 
a biological archive of the experiences of former 
generations. The Animus technology isolates, 
decodes, and simulates these ancestral memories 
in a virtual representation of extraordinary fidelity. 


BLEEDING EFFECT: There are two complications 
to Animus use. Firstly, the user must maintain 
“Synchronization” by respecting and maintaining 
the natural sequence of events in the life of the 
ancestor in question. Failure to do so leads to a 
break (“Desynchronization”) in the simulation. 
They must also be mindful of the Bleeding Effect: 
a phenomenon that enables certain users to 
acquire proficiencies exhibited by their forebears, 
but may also lead to hallucinations and, in time, 
irrevocable mental deterioration. 


PIECES OF EDEN: Jn this debut tale, we learn 
that fantastical devices known as Pieces of Eden 
have been sought and fought over for centuries. Al 
Mualim reveals that Pieces of Eden — and a secret, 
“true” sequence of events — lie behind many pivotal 
moments and developments in human history. His 


_ intention was to engender peace by using the 
* device to fetter the minds of his subjects on a 


regional level. The contemporary Templars plan to 
locate a Piece of Eden and launch the device into 
orbit to exert such contro! on a global scale. 


TEMPLAR ORDER: The Templars fight for peace 
and stability through political and social machinations 
— and, ultimately, the enforced surrender of true 
self-determination via the power of Pieces of Eden 
and associated technologies. Though individual 
agents may be corrupt, cruel or venal, it would be 
simplistic (indeed, erroneous) to characterize the 
Order as necessarily “evil”. They aspire to act as the 
custodians of humanity, and believe that the sacrifice 
of a little liberty could enable them to preside over a 
world without war or want. 


ASSASSIN BROTHERHOOD: Agents of the Assassin 
Brotherhood are sworn fo preserve free will, and 
to defend this liberty with their very lives. The core 
message of their creed — “Nothing is true; everything 
is permitted” — advocates the right of every individual 
to act of their own volition. The Brotherhood has 
fought a long war against the Templars. 


DESMOND MILES: Despite his early show of 
bewilderment in captivity, we learn that Desmond 
Miles is a former member of the modern-day 
Brotherhood, having fled the organization at age 
16. In a piece of trivia that many fans of the series 
may have forgotten, Desmond reveals how he was 
caught by the Templars in this debut episode. It 
transpires that, after years of successfully living 
“off the grid”, he applied for a motorcycle license. 
This act united a fingerprint with a picture within a 
database — and the rest, as they say... 
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Desmond, Lucy, Shaun and Rebecca in the Assassin safe house. 


September, 2012: Desmond escapes the Abstergo facility with the 
assistance of Lucy Stillman. They join two Assassin allies at a safe house: 
academic Shaun Hastings and Animus specialist Rebecca Crane. With Lucy 
assuming command of this small Brotherhood cell, Desmond’s task is to 
relive events in the life of Ezio Auditore da Firenze, an Italian ancestor from 
the Renaissance era. Lucy believes that Ezio’s life will reveal information 
that will benefit the Assassins, but also enable Desmond to exploit the 
Bleeding Effect to obtain years of Brotherhood training within mere days. 


Ezio Auditore prior to his life as an Assassin. 


1459-1499: Charming and capable, yet decidedly callow, the young Ezio 
Auditore’s life of leisure as the son of a nobleman is abruptly curtailed when 
Templar machinations cause his father and brothers to be executed for treason. 
After learning of his Assassin“heritage and claiming his father’s robes and 
accoutrements, he spirits his mother and sister out of Florence to seek refuge 
with his uncle, Mario Auditore, in the small settlement of Monteriggioni. 


Determined to exact revenge on the authors of the attack upon his family, 
Ezio is drawn into the aeonian conflict between the Assassin and Templar 
factions. Trained in the art of combat by his uncle, and assisted by a 
growing band of allies, Ezio identifies Rodrigo Borgia as the man behind 
the politically motivated murders that drove the surviving Auditores from 
Florence — and, moreover, a far broader web of Templar deceit. Ezio 
eventually confronts Borgia in the Sistine Chapel for the right to open 
the secret chamber that lies beneath it. Inside, he encounters an ethereal 
projection of a woman who introduces herself as MINERVA. Dismissing 
the Assassin's questions and utter incomprehension, she instead speaks 
directly to Desmond — even referring to him by name — and warns of an 
imminent “CATASTROPHE” that could destroy all life on Earth. She explains 
that this cataclysm occurred once before, annihilating her kind — the FIRST 
CIVILIZATION — many thousands of years ago. 


PRESENT 


“Who is this Desmond?” — a perplexed Ezio makes little sense of 
Minerva’s message. 


End of September, 2012: After Minerva’s address, Desmond emerges 
from the Animus to discover that Warren Vidic and Templar agents have 
arrived to recapture their erstwhile assets. Demonstrating combat skills 
acquired via the Bleeding Effect, Desmond fights to repel the attack. 


Ezio and Rodrigo Borgia prepare to fight for the right to enter the secret vault beneath the Sistine Chapel. 


Rec ONeer lS & DEVELOPMENTS 


FIRST CIVILIZATION: Also referred to as “Those 
Who Came Before” (and, among Templars in 
later episodes, as “Precursors” or “the Precursor 
Race”), the First Civilization was an advanced 
species that became extinct tens of thousands of 
years ago. Humans, we learn, were their genetically 
engineered slaves, governed by devices that would 
later be exhumed and exploited as Pieces of Eden. 


CATASTROPHE: Though the precise nature of 
the cataclysmic event isn’t specified at this stage 
in the story, it is made abundantly clear that the 
First Civilization was extinguished by a disaster of 
global proportions — an event that coincided with a 
rebellion by their human creations. Small pockets 
of First Civilization survivors attempted to rebuild, 
but their numbers were too few; with a certain 
irony, their human creations proved more robust, 
and supplanted their former masters. Over time, 
erosion and vegetation removed any meaningful 
trace of the First Civilization’s existence. 


MINERVA: Minerva warns Desmond of an 
imminent repeat of the Catastrophe that reduced 
her society to mere relics and indirect whispers 
from a forgotten era. She claims that her people had 
been developing a solution, a method of salvation. 
Though the Catastrophe effectively annihilated her 
race before the work could be completed, she 
believes that Desmond can locate the fruits of 
their Jabors, concealed in secret locations around 
the world — and that humanity might avert the 
apocalypse that destroyed its creators. 


SUBJECT 16: Hidden as a reward for dedicated 
players (especially those with an appetite for 
hidden collectibles), Assassin’s Creed {I begins to 
develop the identity and backstory of the individual 
responsible for the visceral graffiti witnessed during 
the arresting cliffhanger ending of Assassin’s 


Creed. Subject 16, Desmond’s predecessor in the "7 


Abstergo laboratory, committed suicide after the 
Bleeding Effect caused him to experience the agony 
of multiple overlapping personalities. However, prior 
to the creation of his grizzly (and quite literally) self- 
penned epitaph, the tortured Assassin hacked into 
the Animus to upload a wealth of information. His 
cryptic puzzles and messages serve to underline 
ithe mutability of history, implicating Templar use 
of First Civilization technology — and Assassin 
intervention — during major events in thousands of 
years of human civilization. 
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Rebecca makes preparations as Desmond waits for the Animus to be 
activated. 


Early October, 2012: The fugitive Assassin cell of Desmond, Lucy, Rebecca 


and Shaun travels to Monteriggioni, where they set up a new base of 


operations in the secret basement of the derelict former Auditore mansion. 
Desmond returns to the life of Ezio, seeking clues as to where the Apple of 
Eden held by his ancestor might be found. 


Ezio and the Apple of Eden 


1500-1507: After escaping Rome, Ezio returns to Monteriggioni with the 
Apple of Eden. An attack on the town by an army under the command of 
Cesare Borgia, son of Rodrigo, leads to the death of Mario Auditore and the 
loss of the First Civilization artifact. 


Ezio pursues a vendetta against his Borgia enemies as he works tirelessly 
to retrieve the Apple of Eden. Rodrigo is killed by Cesare during an attempt 
to poison his over-ambitious scion. Cesare, it transpires, wishes to forge 
and rule over an empire, rather than settle for the traditionally oblique forms 
of power and prestige favored by wiser Templars. His aspirations count 
for naught in the climactic showdown with the inexorable Ezio, however: 
the master Assassin contemptuously hurls him to his death from the 
battlements when they clash in Viana. Having wrested the device from the 
Templars once again, Ezio chooses to secure the Apple of Eden in a First 
Civilization temple hidden beneath the Colosseum. 


KEY CONCEPTS & DEVELOPMENTS 


JUNO was a contemporary of Minerva at the time 

of the original Catastrophe. Whereas Minerva 
appears to regard humanity as wayward children, ¥ 
Juno is resolutely unsentimental — indeed, actively 
resentful —in her assessment of the species created 

by her erstwhile ilk. When Desmond enters the vault 
where Ezio hid the Apple at the end of Brotherhood, 

Juno reveals that the Catastrophe was so powerful 

that the few First Civilization members who survived 

knew that they were doomed. Researching ways to 
perpetuate their race, they attempted to interbreed 

with mankind, or at least splice their own genetic code 

into human DNA. It is this information that offers an 
explanation for Desmond’s abilities: his remarkable 
lineage has caused him to possess an unusually high 
concentration of First Civilization genes. 


The appearance of icons known as the Phrygian Cap 
(also called the Liberty Cap, signifying freedom) and 
Eye of Providence (representing God watching over 
his subjects from the heavens) during Desmond’s 
meeting with Juno foreshadows the setting for 
Assassin’s Creed Ill. Both appear on the Great Seal 
of the United States. 


Juno addresses Desmond as he seeks the First Civilization artifact. 


October 10, 2012: As soon as Desmond learns the location of the Apple, 
the Assassins travel there to discover a Temple of JUNO, another member 
of the First Civilization. Juno speaks to Desmond — her voice and ghostly 
form apparent to him alone — as he and his companions seek to retrieve the 
Apple of Eden. The Apple is “activated” once Desmond lays his hands on 


Though not officially confirmed until Revelations 
(despite hints from both Subject 16 and Juno), LUCY 
STILLMAN defected to the Templar cause before the 
capture of Desmond. Though raised as an Assassin, 


it. The device takes control of the Assassin and compels him, ostensibly "her experiences while infiltrating the Animus project 
at Juno’s behest, to fatally stab LUCY STILLMAN — who, Juno alludes, at Abstergo convinced her to switch allegiance. 
is a Templar spy. The Assassin collapses. In a state of deep shock, he > Working direcily’ witn Warren Vidic, she engineered 
hears voices argue over returning him to the Animus before he slips into ~ Desmond's escape from Abstergo’s Italian facility, 
unconsciousness. : was complicit in the “attack” on the safe house at 


the conclusion of Assassin’s Creed I (a diversion that 
enabled her to leave information for Vidic to collect 
when the Assassins fled), and had been instructed 
to steal or seize the Apple of Eden to return it to the 
Templars. 


Cesare Borgia during the attack on Monteriggioni. 
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Desmond is startled by the appearance of Subject 16 inside the Animus. 


October, 2012: Believing Desmond's condition to be a consequence of the 
Bleeding Effect, his Assassin companions place him in a special Animus 
program in an attempt to forestall further deterioration of his mental state. 
As his body is transported from Italy to a new destination by his new unit 
supervisor, William, Desmond “wakes up” in an unfamiliar environment. To 
his surprise, he meets Abstergo’s previous Brotherhood captive, SUBJECT 
16, digitally realized and fully cognizant in virtual form. Sixteen explains that 
Desmond’s mind has been fragmented by the experience of reliving the lives 
of Ezio and Altair, and reveals that he can recover by completing unresolved 
ancestral memories. Desmond then resumes his journey through Ezio’s life. 


zio and the skeletal remains of Altair inside the Masyaf vault. 


1510-1512: Still puzzled by the revelations he had witnessed yet failed 
to comprehend after his encounter with Minerva beneath the Sistine 
Chapel, Ezio travels to Masyaf to investigate a secret library created by 
his predecessor, Altair. To gain entrance to the library, Ezio must find five 
unique KEYS to fit the openings on its imposing doorway. Despite Templar 
interference (and the scheming of Prince Ahmet of Constantinople, who 
believes that First Civilization technology could enable him to preside with 
benevolence over a world free of racial or religious intolerance), Ezio obtains 
each key in turn. On examining each of these First Civilization devices, he 
has lucid “waking dreams” where he experiences events from Altair’s later 
life. 


When Ezio finally opens the secret library beneath Masyaf he finds not 
books, but a tomb: inside lies Altair’s skeletal remains and his Apple of 
Eden. The device bursts into life, using Ezio (now reconciled with his role 
as a Brotherhood “prophet”) as the conduit for a message intended for 
Desmond. 


Desmond awakes from the Animus: “I know what we need to do.” 


As Altair’s Apple activates in the secret library, Desmond is addressed by 
TINIA — the third member of the First Civilization triumvirate along with 
Minerva and Juno. He relates to Desmond how his people had tried but 
failed to survive the great Catastrophe revealed at the close of Assassin’s 
Creed |I. Resigned to their fate, Tinia and his colleagues chose to transmit 
their collective knowledge to a single underground vault — known as the 
Grand Temple — located in what is now the state of New York. Tinia informs 
Desmond that answers to his questions, and the potential salvation of 
mankind, can be found inside. 


Meanwhile, outside the Animus, the Assassins land in the state of New York. 
Oblivious to Desmond’s travails within the Animus, they are astonished 
when he begins to regain consciousness. After taking a moment to consider 
WILLIAM, revealed to be his father, Desmond experiences a strange 
connection with the nearby Apple of Eden. It pulses in response as the 
Assassins arrive at the long-sealed surface entrance to the Grand Temple. 


REY CONGEPTS.&.DEVELOPMENTS 


TINIA explains the true nature of the Catastrophe: 
a gigantic solar flare (or “coronal mass ejection”). 
We can safely speculate that the effects of this 
event triggered a cascade of other disasters on 
Earth, particularly volcanic activity, which led to 
widespread famine. 


SUBJECT 16: Players who delved into the 
deepest recesses of Revelations (and its single- 
player DLC pack, The Lost Archive) could learn 
the true story of Subject 16 — real name Clay 
Kaczmarek. His capture by Abstergo was a ruse: 
a plan devised by William Miles to gain more 
information on the Animus project and a better 
understanding of Templar intentions. Clay was 
to pose as an unwitting captive, gain first-hand 
experience in the Animus, then escape with the 
assistance of Lucy Stillman. Forced to comply 
with a punishing schedule, Subject 16 began 
to suffer from the Bleeding Effect. At this point, 
he came into contact with Juno, who revealed 
Lucy’s treachery, and told Clay that his death was 
assured... and then convinced him to sacrifice 
himself to assist the Assassin who would take his 
place. We can presume, with hindsight, that it was 
also Juno who instructed him on how to upload 
his personality into the Animus memory core — a 
feat that foreshadows an important development in 
Assassin’s Creed Ill. 


WILLIAM MILES: William is Desmond’s father. 


’ He raised his son in a secret Assassin community 


known as The Farm. A senior member of the 
modern-day Brotherhood, William has the role 
of supervising Assassin cell structures operating 
throughout the world. Following the death of 
Lucy Stillman and Desmond’s collapse after the 
encounter with Juno, William arrives to assume 
direct control of his son’s unit. 


KEYS: The five “keys” that Ezio uses to open 
Altair’s final resting place are actually First 
Civilization devices designed to capture memories 
from the user, which can then be experienced 
again in full detail at a later date - and, more 
pertinently, by another person. As this process 
appears similar (or perhaps directly related) to 
the Animus technology, this is the first suggestion 
that genetic memories might one day be freely 
shared with no constraints based on bloodlines — 
or, for that matter, complications such as the 
Bleeding Effect. 


Altair at rest in his secret library. 
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The Grand Temple entrance 


October 30, 2012: Desmond and his colleagues enter the Grand Temple, 
using the Piece of Eden retrieved from Rome to open the long-sealed 
underground complex. As they arrive at the main chamber, the awaiting 
(though incorporeal) Juno exhorts Desmond to find a “key”, and triggers 
a reaction in him that reveals glimpses from the life of a new ancestor, 
Haytham Kenway, Placed into the Animus, Desmond learns that Haytham 
obtained a First Civilization device (by appearances, an amulet) in London, 
then embarked on a voyage to the New World. This object is required to 
unlock the closed inner chamber of the Grand Temple, and so Desmond 
delves further into the life of his British ancestor. 


Desmond inside the ancient Grand Temple 


Connor and Haytham Kenway during their brief and uneasy truce. 


1753-1760: On arrival in Boston, Haytham assembles a cadre of loyal men 
to assist in his search for the Grand Temple. Though he successfully locates 
the correct entrance, he fails to open it, then departs after dismissing it as 
a dead-end. While resolving to search elsewhere for the First Civilization 
site, Haytham also begins to establish the foundations of a cohesive power 
base for his organization in the New World. In a twist, we then learn that 
despite his early training as an Assassin, and continued use of the iconic 
Hidden Blades, Haytham is actually a Templar. Haytham shares a brief and 
passionate relationship with a Native American. Unbeknownst to Haytham, 
their union bears a child. From Desmond’s perspective, his focus shifts to 
this child: Ratonhnhaké:ton. 


1760-1784: In an encounter with Juno during a rite of passage that involves 
a First Civilization artifact, the teenage Ratonhnhaké:ton is directed to become 
an Assassin. He meets with Achilles: the sole survivor of a Templar campaign, 
directed by Haytham Kenway, that practically eliminated the Brotherhood 
presence in the embryonic United States. Though reluctant at first, the old 
Assassin agrees to train the boy. He also persuades him to take the name Connor. 


Joining forces with new allies, Connor gradually eliminates the Templars loyal 
to his father and revives the Brotherhood during the events of the American 
Revolution. Connor’s activities and a chance alignment of interests leads to a 
brief alliance with Haytham, but their irreconcilable differences ultimately lead 
to a fight to the death. After assassinating the final Templar from his father’s 
original group, a disillusioned Connor claims the First Civilization amulet. Juno 
instructs him to hide it in a place where no one could hope to find it. 


PRESENT 


“You played your part well, Desmond. But now... now it’s time that | 
play mine.’ 


December 21, 2012: Desmond immediately retrieves the amulet hidden by 
his forebear. After the Grand Temple’s inner chamber has been unlocked, 
Juno informs Desmond that she possesses the means to save the world 
from the imminent cataclysm — though this process will cause his death... 
and her rebirth. 


While Minerva and other First Civilization scientists and leaders sought to 
avert the previous Catastrophe, we learn that Juno regarded the chaos and 
confusion as an opportunity to seize power and conquer the world, not to 
save it. When her betrayal was revealed, she and her co-conspirators were 
condemned to death, their bodies interned in the final sealing of the Grand 
Temple — but Juno survived. After transferring her consciousness to the 
Grand Temple with a “transcendence” technology developed as a potential 
method of surviving the Catastrophe, Juno plotted for thousands of years, 
subtly directing events in human history to reach the point where Desmond 
stands before her, mere seconds away from the cataclysm. 


Accepting Juno's offer, Desmond learns, almost certainly leads to a future 
where the First Civilization entity enslaves mankind. The alternative, however, 
is to allow the Catastrophe to kill billions. With the weight of the immediate 
consequences at the forefront of his mind, Desmond chooses to comply 
with Juno’s wishes. As the other Assassins retreat from the Grand Temple, 
Desmond lays his hand on the First Civilization pedestal that acts as a 
biometric key. He dies almost instantly, his arm consumed by fire — and, 
simultaneously, the escalating apocalyptic effects of the heightened solar 
activity are seen to dramatically subside. 


KEY CONCEPTS &@ DEVELOPMENTS 


Assassin’s Creed {ll reveals much more about the 
identity and history of Juno, all of which serves 
to cement her role as the primary antagonist of 
the series to date. We learn that she has existed 
for approximately 80,000 years as a digital being, 
her body long decayed but her consciousness 
maintained inside the First Civilization computers 
at the heart of the Grand Temple. Her subtle 
influence on events in human history, exerted 
whenever or wherever appropriate First Civilization 
technology is circulated, has shaped the events of 
the Assassin's Creed story. 


Juno enacted a plan of incomprehensible complexity 
to deliver Desmond to her at a calculated moment. 
Itis implied that she delayed his arrival at the Grand 
Temple until just before the Catastrophe was due 
to strike — and not earlier, as Minerva and Tinia 
had originally intended. As established in previous 
episodes, the Assassin was unique in that he 
existed at a nexus of several important bloodlines 
that caused him to possess a high concentration 
of First Civilization DNA. Juno had the means to 
avert the imminent Catastrophe at any time (the 
technology and machinery had been completed 
over aeons with automated processes), but used 
it as leverage to force Desmond to lay his hand on 
the biometric pedestal — enabling her to transfer 
her consciousness into global communications 
networks. 


~ What else can be said of Juno? Minerva’s eleventh- 


hour intervention at the conclusion of Assassin's 
Creed III speaks volumes: she exhorts Desmond to 
opt for global apocalypse in preference to Juno’s 
release. It’s clear that Juno regards contemporary 
humans as being fit only to resume their existence 
as the slaves they were originally designed to be. 
We also learn that she still mourns the death of 
her husband, Aita, who died when one of the many 
experiments conducted to either avert or simply 
survive the Catastrophe went awry. 


In addition to the passing of Desmond, Assassin’s 
Creed Ill also features the death of series stalwart 
Warren Vidic: he is shot and killed by an Abstergo 
security guard influenced by Desmond’s Piece of 
Eden. 


After the closing credits of Assassin’s Creed Il, 
there is an abrupt shift in point of view. We hear 
an Abstergo technician working to interpret, 
disassemble and upload Desmond’s genetic data 
to “the Cloud”. This cryptic postscript is where 
our story recap ends — and Assassin’s Creed IV 
begins... 


PRIMER 


This chapter focuses on abilities and concepts introduced during the early Sequences of the 
Assassin’s Creed IV Black Flag story, and acts as a companion to the opening sections of the 
extensive, step-by-step walkthrough that follows. 


While those who choose to read and consume the Primer in a single sitting will gain a broad 
understanding of the Assassin's Creed IV world and its many features, there’s really no harm 
in skipping straight to the game, with our Walkthrough chapter as your guide. 


As the opening hours of the adventure introduce new concepts and abilities, we provide 
page references that will enable you to return to this chapter to learn about topics when they 
become relevant to your progression or performance. This approach means that you can avoid 
explanations or advice that you might find to be painfully obvious or redundant (of particular 
interest to readers well-versed in the Assassin’s Creed series to date), but easily learn more Wwe 
about fundamental abilities that are rather more complex or broader in scope. 


For later Sequences, the Reference & Analysis:and Side Quests chapters take over as your primary 
source of insight, advice and analysis for new features and secondary gameplay challenges. 


Assassin's Creed IV begins with a linear collection of main missions that 
gradually introduce gameplay concepts, abilities and different styles of 
challenges. For newcomers, the low difficulty of these opening tutorials offers a 
great opportunity to experiment and get a good feel for the game. 


Once you complete the first few Sequences (story chapters), the “sandbox” begins 
to open up. In addition to main story missions, you will encounter a vast wealth of 
side quests, minigames and incidental challenges. Many of these are purely optional. 
However, participation will make your character wealthier — and, as a consequence, 
stronger and better equipped. 


SYNCHRONIZATION | 


URE & PROGRESSION ) 


MAIN MISSIONS & OPTIONAL CHALLENGES —_ 


As the number of potential activities grows, you will find that all of the game 
systems that you encounter — from brief diversions to major side quest chains — 
are interconnected in one sense or another. Rather than taking a direct line to 
the next chapter in the main storyline, then, it’s generally far more rewarding 
to unhurriedly investigate and enjoy uncharted areas that you encounter on the 
way, or new feature unlocks as they are brought to your attention. There is an 
astonishing level of variety in Assassin's Creed IV, and taking the time to explore 
it fully will pay off not just in terms of bonuses, but also in the sheer level of 
enjoyment you can gain from the overall experience. 


Synchronization is both the measure by which you succeed in the Animus, and 
the means by which you can judge your performance in each main Memory 
and side quest — and, for that matter, the entire game as a whole. Essentially, 
it'S a representation of how much of the game you have completed, 100% 
Synchronization being the ultimate goal. Almost every mission or task you engage 


in has a Synchronization score, which is added to your cumulative Synchronization 
rating after you complete it. 


You can view your current Synchronization for individual Memories and total 
progress via the Progress Tracker tab in the Pause menu. 


DESYNCHRONIZATION 
While Synchronization is a measure of SUCCESS, Desynchronization is the = Moving out of bounds: Attempting to visit a specific locale before the 
consequence of failure. You cannot change the lives of the characters whose appropriate time, or moving outside the confines of a current mission area 
memories you explore, but must experience them with great fidelity. Diverging can cause a loss of Synchronization. There is a clear visual cue that provides 
too radically from the true! course of events causes Synchronization to be lost — a strident visual warning whenever you approach such boundaries (fii). Take 
and a Swift return to a previous checkpoint. heed, and move away swiftly. | 
Desynchronization can occur under the following conditions: * Anomalous behavior: If you attack allies, civilians or domestic animals, 
Desynchronization will occur if you persist after ignoring an initial message 
= Death: This ensues whenever the Life Bar is reduced to zero, which happens most of admonishment. There is, of course, a little leeway. Accidentally wounding 
frequently in combat situations, but is also the result of falls from great heights. the wrong individual during a pitched street brawl won't lead to serious 


_ ¥ repercussions. 
® Failed objectives: Failing to comply with key mission parameters will lead 
to a return to a previous checkpoint. 


OPTIONAL OBJECTIVES 


In addition to mandatory objectives (such as avoiding detection, protecting surrender the assassination abilities and attempt a bloodless infiltration of a 

allies or winning battles), main story missions and many side quests also feature heavily guarded area, for example. Others function as a more direct test of your 

Optional Objectives. Completing a mission might contribute 80% of the Full prowess, such as a time limit for the completion of a specific task. 

Synchronization total, but to gain the maximum value, you also need to fulfill the 

secondary criteria set out in the Optional Objectives. The main reason to complete Optional Objectives is to increase your 
Synchronization rating. If this isn’t important to you, or you would prefer to return 


On one level, these exist to encourage a certain style of play: to make players —_to a challenge later, there is absolutely no penalty for failure. 


PROGRESS TRACKER & MEMORY REPLAY ——eEEe 


* Hold @ to jump to the end of cutscenes. Note that certain cinematic sequences 


The Progress Tracker option in the Pause menu enables you to study your progress 
(such as short establishing shots or transitions) cannot be skipped. 


in all main story missions and side quests to date. In addition to your total 
Synchronization, you can also check individual Memories to find instances where 
you are missing an Optional Objective, and replay them if you wish. The Replay 
option moves Kenway back in time and places him next to ihe appropriate Memory 


Start marker. 


® You must complete an entire Memory and wait to be returned to the DNA 
Tracker menu for Optional Objectives to be recorded. Partial playthroughs do 
not count. 


’ Life Bar: This represents Kenway’s physical state. While free 
| roaming, bars depleted by tumbles and miscellaneous knocks are 
| quickly regenerated. During combat, the process is much slower. ; 


" Money: Kenway’s current personal fortune, " 
if always displayed | in Spanish reales (R). 


———————— << _ 


" Compass: The arrow attached to the mini- map always | 


| Points north. 
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' Mini-Map: This illustrates Kenway’s immediate surroundings, including 


" essential details such as bye enemies and points of interactivity. See, 


page 31 to learn more. 


“Controls HUD: This section of the display highlights contextual | 
| actions that can be performed with the face buttons of your 


' controller (@@ @@). 
t ee ee pa 


. "Ammunition: When Kenway is equipped with pistols, 
| these bars indicate how many shots he can fire before | 
a reload is required. The total number of bullets he | 

_hasi in reserve is shown by the number below. 


| Tool: Kenway’s currently selected Tool — the | 

secondary attack or action activated with @. This | 
can be a ranged weapon (such as a pistol), a special - 
ability (such as Throw Money), or a special device : 
(such as Smoke Bombs). You can change between all : 

| actions i in this category with © and Q 


"Weapon: This displays ‘Kenway's chosen weapon (or his fists it he | 


"dictate otherwise, attacks with the selected weapon are launched by 
_ pressing 9. You can change weapon with +E and v. 


| is unarmed). Unless mission constraints or a lack of a suitable target 
} 
| 


As Xbox 360, Xbox One, PS3, PS4, Wii U and PC players own different control devices, we use the standardized terms presented in the table below to refer to each button 
in many areas of the guide. These should be easy to recognize, but you can refer back here if you need to refresh your memory at any point. nam 


Note that this is not an exhaustive list of controls and commands, but simply a handy recap of all functions that are most pertinent during the opening stages 
of the game. You will find a complete moves overview in the Reference & Analysis chapter. Our guide to all naval controls and features begins on page 228, 
though reading it is by no means necessary until you reach later Sequences — onscreen prompts will tell you everything you need to know during early missions. — 


@ Used for basic movernent; also employed for directing attacks 
| during combat. MULTIPLAYER 
a 
rR] Used to control the game camera. 
MAP LEGENU 
je) Used to equip the weapons and tools of your choice. 
ai INDEX 
CA} @ | Most regularly used to perform manual jumps, the Fast Walk 
| ability, and to break an enemy's defense. 
fh 
a a bie OE ER: gS ee Bisa) ’ 
(B} © | : As well as being the main button for interactions, it's a 
| regular feature in all areas of the game — particularly climbing 
| | (releasing ledges) and combat (it’s the gateway to the vital 
| { counterattacking system). “CONTROLS 
; i a : “ a = ON-FOOT 
(x) @ ®) @ The primary attack button; also used to perform assassinations. MOVEMENT 
VIEWPGINTS & 
- - — - MAPS 
@ ® ® i ___. | Activates the currently selected Tool — a secondary weapon (such 


| asa pistol). 


Hold to switch to High Profile mode, which enables activities such Ceili” 
as faster movement, free running and climbing. Also used to fire 
weapons while aiming manually. KEY ABILITIES 
7 ASSASSINATIONS 
pLT Hold to activate Precision Mode, which is used to manually aim 
} projectile weapons. - 
H | , UMDF 
( es See ee ee eee 4 : ae sates z + er a rape as epee , . iia Ww *. 
rRB (PS3} (R) Collectibles Button Hold to display a summary of activities and collectibles in your meine 
( current location. 


Used to reload Kenway’s pistols. 


| Activates Eagle Vision. 
} 


| <r il | Forces the game camera to face directly ahead. 
| | : tice | “ee 
© (Xbox 360) (START) (PS3) (TART) Pause Button Enters/exits the Pause menu and the Animus Database entries that 
© (Xbox One) a Options Button (PS4) appear enscreen. 
ep oibox 360 ELEC (PS3) Map Button Opens the main map 
@D (Xbox 360) . : 
@ (Xbox One) | Click Touchpad (PS4) | | 


PC \ Note for PC Players 


To avoid confusion and over-lengthy lists of buttons and keys throughout this guide, we reference console button commands only. If you don't already own one, we can’t 
overstate the difference that a good twin-stick joypad will make, Any brand of wired Xbox 360 controller will suffice, and they're now widely supported by PC game developers. 
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WALKING & RUNNING 


« Movement & Camera: Use @® to move Kenway, 
and @} to contro! the camera. Note how Kenway’s 
movements are made in relation to the direction that the 
camera is facing. Tilting @ forward will always cause 
him to move “into” the screen. You can also click <p at 
any time to swiftly align the camera in accordance with 
the direction that Kenway is facing. 


= Fast Walk: While walking with @®, hold @ to activate 
the Fast Walk function. Kenway will move at a slightly 
faster pace, and automatically reach out to gently push 
civilians aside, making it extremely useful for navigating 
crowds. it's also a great way to keep pace with a target 
without attracting attention by breaking into a jog or run. 


* Run: Use @ + High Profile Button to make Kenway 
run. The degree to which you tilt @® and the extent to 
which you hold down the High Profile Button governs 
his movement speed. A slight extension results in a jog; 
full extension leads to a sprint. 


FREE RUNNING 
Though scaling buildings or leaping from rooftop to rooftop 
may seem like demanding feats, you will find that these 
activities don't require great finesse or advanced gaming 
prowess, It’s actually your ability to identify distinctive free 
run “courses” that really matters. 


As long as you point the astonishingly agile Kenway in the 
right direction, he will do the hard work for you. Once you 
acquire the ability to plan in advance, the physical inputs 
that enable you to move along your chosen route become 
an entirely instinctive activity. 


% Free Running: Boiled down to its very essence, free 
running is performed by holding @ + High Profile 
Button, and directing Kenway on a course that he might 
reasonably hope to follow (fi). An essential lesson to 
learn is that Kenway will only perform jumps when a 
Suitable surface or hand-hold is within his range. Run 
him to the edge of a tall building where a fall might 
lead to injury or death, and he will come to an abrupt 
halt (fi). 


® Manual Jump: When you need to override Kenway’s 
caution to make a leap that lies just outside his default 
range (ff) or may result in physical harm, press @ 
in the required direction, hold High Profile Button, 
then tap @. To reduce the damage sustained in large 
falls — and, in chase situations, preserve forward 
momentum — hold @ in the direction of motion to 
make him roll on contact with a solid surface. 


™® Free Run Courses: You will regularly encounter free 
tun “courses” that begin at ground level (ff). These 
can be used to ascend or descend quickly and safely to 
different elevations. 


® Swinging: Kenway will automatically swing from poles, 
branches and the like while you hold @ + High Profile 
Button. 


« Leap of Faith: Whenever you can see water or a hiding place comprising 
leaves, hay, branches or a similar “soft” landing position, the quickest 
and most convenient way to reach a lower level is to perform a Leap of 
Faith (f&}). Tilt @® in the direction of the required landing position, hold 
the High Profile Button, then tap € to perform a spectacular swan dive. 
The availability of a suitable landing point below is often signposted by the 
presence of birds or bird droppings on ledges. 


« Vault: As the @ + High Profile Button combination either initiates a climb 
or partially “locks” Kenway to a free run course on contact with solid objects, 
the act of climbing over a fence or equivalent low obstruction can lead him 
to pause briefly as he hops onto the surface. To vauiit such objects in a more 
fluid (and slightly faster) fashion, press and hold € as you approach them. 
You can also hold this additional button to make Kenway automatically drop 
from ledges and prevent unnecessary jumps. 


«= Free Running in Trees: Just as barrels, crates and upturned carts might 
mark the beginning of an urban free run route, many tree-based courses begin 
with a recognizable start point — such as a stump where a trunk once stood, 
with a thick bough extending outwards (ff). You might also begin-by running 
up a trunk to reach a low branch, or by leaping from another platform, such as 
a rock outcrop or rooftop. 


« V-shaped Sections: Many trees feature V-shaped sections that Kenway can 
leap through en route from one branch to another. Some larger trees may 
contain more than one V-shaped position (fig). To ascend from one V-shaped 
section to another at a higher elevation, tap @8. This is much more convenient 
than realigning the camera with @ to climb manually. 


« Route Recognition: With free running and climbing, the real challenge 
isn't the use of @@ to move: it’s judicious use of G to command the camera, 
enabling you to identify, plan and adapt your route throughout any given 
pursuit, escape or journey. In short, the essence of mastering climbing and 
free running is being able to read your environment clearly. You shouldn't 
just see the world in terms of doorways and windows, or trees and branches, 
but in a more pure sense as waypoints that combine to form routes (fi). 


EE eerie 


* Climbing Basics: To begin a climb, simply run Kenway into a solid surface 
with obvious handholds within his reach. Use €® to ascend, traverse to the 
left or right, or descend. Employing &} to adjust the camera and see the route 
ahead is a vital skill. Buildings in urban areas invariably offer several potential 
climbing routes to a destination (ff) ; identifying the quickest and most direct 
of these is a talent you acquire with practice. 


= Descent: To begin a descent from a standing position on a high vantage 
point, hold @ as you approach a suitable edge area and Kenway will peer 
down (TJ). Press @ to make him drop to a hanging position on the ledge, 
initiating a climb. 


Se 


* Swim: Use @ to move in water, and hold the High Profile Button to increase 


Kenway’s stroke rate. 


® Stealth Swim: Press and hold @ to perform a Stealth Swim, where Kenway 
will dive beneath the surface, disappearing from view. You can still move with 
@, though at reduced speed. This is perfect for evading the gaze of sentries 
while infiltrating guarded areas via water, or for avoiding gunshots during an 


« Drop: To make Kenway release his grip on a surface while climbing, tap ®. 
He will begin to fall to the ground. To perform a “catch back” on another ledge 
as he falls past, press @® towards the surface (ERq). 

« Back Eject & Side Eject: While climbing, hold the High Profile Button and 
tap @& to perform a Back Eject (fF) . This will cause Kenway to spring away from 
a surface, automatically grabbing a ledge behind him or dropping to the ground. 
If you tilt @ sideways at the same time, you will perform a Side Eject instead. 


escape. The white onscreen meter indicates how long you have before Kenway 
must surface for at least one lungful of air. 


« Exit Water: Kenway will automatically switch to wading in shallow water. To 
climb onto a surface above his position but within his grasp, hold the High 
Profile Button and steer Kenway in the appropriate direction. 


When you first arrive in a location, the entire map (and, by extension, 
mini-map) is blank. Fortunately, the Caribbean region is dotted with lofty 
vantages that Kenway can scale, known as Viewpoints (fj), and marked 
with a distinctive icon. After reaching the appropriate summit or perch, you 
can press ® to “Synchronize” with the environment. Viewpoints that you 
have yet to Synchronize with are represented by white outlines with a black 
center on the main map and mini-map (4); Synchronized Viewpoints 
have a black outline with a white center (4s). 


Synchronizing at a Viewpoint immediately reveals the surrounding terrain, 
including any points of interest in that vicinity, side quest start positions and 
other optional activities. Furthermore, whenever you stand on the beam of a 
Synchronized Viewpoint, all points of interest within a wide area — including 
collectibles and activities — are highlighted by icons superimposed over their 
actual position, This is a feature you'll regularly exploit when you come to use 
Viewpoints as Fast Travel destinations later in the main storyline, which can help 
to drastically cut time spent moving from A to B. For this reason, we strongly 
advise that you climb Viewpoints whenever you encounter them. 


MAIN MAP 


You can access the main map at any time during active play by pressing the 
Map Button. Kenway’s position is represented by the hooded Assassin icon (@), 
with the accompanying arrow corresponding to the direction that the camera is 
facing — not Kenway himself. 


Use €® to move around the map, and @ to control the zoom level. Use gp to 
zoom out to the maximum level (useful for quickly ascertaining your current 
position in the Caribbean), and @ to center the cursor on Kenway. To see a 
description of any icon on the map, move the cursor over it. You can also press 
the Manual Aim Button to bring up a complete legend for all icons used on 
the map. Pressing the Reload Button and Collectibles Button will make you 
cycle between filters and display icons by category. 


MINI-MAP 


The mini-map shows a small portion of the main map (GJ). The arrow on 
the outer edge of the mini-map always points north. The arrow in the center 
represents Kenway. 


All places of interest, points of interactivity and active waypoints within 
Synchronized areas are marked by icons on the mini-map. The icons appear in 
full size when they lie within its boundaries, then shrink and disappear from view 
as Kenway moves away from them. 


Some icons appear at all times. Memory Start locations for main story missions, 
objective-specific waypoints and manual markers (placed on the main map) are 
always clearly displayed. If these destinations lie outside of the current mini- 
map area, the icons will move to the outer rim of the mini-map to indicate their 
approximate location. 


KEY MAP ICONS 
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Custom Marker 


Kenway’s Ship 


Desti nation 


Once the Fast Travel feature is unlocked, you can press @ while highlighting 
a suitable map icon (such as a Viewpoint or the icon of a discovered location) 
to initiate a near-instantaneous transfer to that locale. As a rule, your ship will 
always be transported with you. 


Though the main map screen is useful for route planning and gaining an 
understanding of the distances involved in many endeavors, one of its most 
useful features is the ability to set a Custom Marker waypoint with ®. This can 
be used to explore without losing your bearings, or to break long or complicated 
journeys into smatter sections. 


Using a Custom Marker to highlight a map icon (such as a shop or Viewpoint) 
will make the site in question appear on the mini-map, even if it is a great 
distance away. You-will also notice an icon appear on the main screen when 
you face the direction of your target (even if they are obscured from Kenway’s 
view), accompanied by a distance measured in meters. This helps to simplify 
the process of finding known collectibles and identifying the precise position of a 
Viewpoint Synchronization platform. 


As you zoom out on the main map, you will notice a system of coordinates. 
These take the form of two three-digit figures, separated by a comma. 


% The first number is the abscissa, also known as the X-coordinate. This corresponds 
to the horizontal axis on the map. The 0 value is set on the left (west) edge of the 
map, and this value increases as you move the cursor to the right (eastward), up to 
a maximum of 1,000 when you reach the eastern edge of the map. 


% The second number is the ordinate, also known as Y-coordinate. This corresponds 
to the vertical axis on the map. The 0 value is set in the bottom (south) edge of 
the map, and this value increases as you move the cursor up (northward), to a 
maximum of 1,000 when you reach the northern edge of the map. 


Each point (and therefore location) on the map has a unique set of coordinates 
expressed as “xxx,yyy”. This system can be of great use to ascertain the exact 
position of a town or an island in the Caribbean region. We also use it in the Side 
Quests chapter to specify the location of certain collectibles, missions and other 
points of interest. 
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Though more than capable of distinguishing himself in any kind of fight, there are many instances where Kenway’s interests 
are best served by avoiding open conflict. You will often take part in scenarios where stealth is mandatory, or simply leads 


to a more rewarding outcome. 


LOW PROFILE AND HIGH PROFIDES 


The first lesson you should learn about stealth in Assassin's Creed IV is that 
if you can’t stay out of sight, you should at least do your utmost to be as 
unobtrusive as possible until you can disappear. There is a clear distinction 
made between the types of actions you can perform. Those that are described 
as High Profile — such as sprinting, free running and attacking — are likely to 
draw attention, whereas Low Profile behavior pretty much entails acting like a 
nondescript citizen. As a general rule of thumb, actions performed while holding 
the High Profile Button (quite naturally) belong to the High Profile category, 
and are often incompatible with stealth approaches. 


DETECTION METERS & ENEMY BEHAVIOR _ 


A distinctive circular icon appears above the heads of potential hostiles — or, if 
they are currently off-screen, a position on the screen border representing their 
approximate position — whenever Kenway arouses their suspicion (ff}). These 
visual indicators are accompanied by distinctive audio prompts, and appear 
under the following basic conditions: 


™ [f Kenway performs antisocial or extravagant, High Profile actions — such as 
acts of violence, or theft. 


= Whenever Kenway is seen trespassing in a Restricted Area, marked in red 
on the mini-map, or if his current objective leads him to a place where his 
presence is not welcome. There is a new (and quite superb) visual cue that 
you can use to judge if Kenway might be attacked by guards in an area: 
whenever he is trespassing, he raises his hood. 


™ If Kenway is known to potential assailants: some missions feature situations 
where guards will attack without fail once they identify him. 


® Special conditions that determine that certain individuals are set at a high 
state of anxiety or alertness — for example, a target that you must follow as a 
mission objective, 


Detection Meters are extremely easy to interpret. 


The color of a Detection Meter is used to indicate whether a hostile can see 
Kenway: red if he is in their line of sight, changing to yellow when he slips out 
of view. 


The inner circle represents the overall level of 
suspicion, and will gradually fill as Kenway stands 
within a hostile’s field of view. Stepping out of 
sight or hiding will cause it to deplete. 


If the central meter fills completely, Kenway is 
identified and all hostiles within the immediate 
vicinity will rush to attack. At this stage, the entire 
Detection Meter will be fully red when enemies can 
see him, and fully yellow when he is out of view. 


The fill rate of the Detection Meter during the 
initial suspicion phase is determined by Kenway’s 
actions and the proximity of the quard. High Profile 
actions such as running and climbing accelerate 
the process, so it’s usually wise — unless flight is 
necessary — to use the Fast Walk ability to move 


The (Low Profile) Fast Walk ability (hold 
(® + ®) is especially important in stealth 
situations. This makes Kenway adopt a more 
purposeful stride than the basic walk, but 
does not attract any greater degree of attention 
than his defautt gait. If you need to move in plain 
sight to transfer from one place of concealment to 
another, this is often the best way to do so. 


out of sight or into a suitable place of concealment. Suspicion rises slowly at a 
distance, but speeds up significantly when a guard is closer. At very close range, 
detection can be instantaneous. 


« Many potential hostiles are léss than vigilant, and will not respond to brief 
sightings. More dedicated enemies will actively stop their current activity (such 
as a patrol or guard duty) to investigate a brief glimpse of Kenway. After a pause 
where they peer in his direction, they will approach him — or, should you wisely 
move him out of sight, his last known position. As long as they cannot see 
Kenway, they will return to their original post or patrol. 


« In some situations, particularly when Kenway is trespassing, the initial 
suspicion phase is greatly accelerated — and there are even instances where 
guards practically attack on sight. In such instances, ensuring that you do not 
directly enter their field of view is of paramount importance. 


* As Detection Meters can be seen through solid surfaces, you can use them 
to track the movement of an enemy and judge where to hide, or when it is 
necessary to reposition Kenway to avoid detection. 


= During escape sequences, look around carefully before you emerge from your 
place of concealment. Even though combat may have effectively ended, some 
enemies in the area may still have partly filled Detection Meters. In these 
instances, even a brief glimpse will be sufficient for hostilities to be resumed. 
If you wait, you will eventually see the yellow icon disappear as the enemies 
in question go about their former business. 


Guards can only see Kenway if he moves into their 
line of sight. This invisible yet predictable cone of 
vision extends in the direction they are facing, but 
is interrupted by solid obstacles (ff). Guards are 
not generally blessed with great peripheral vision, 
and will usually disregard Kenway if he is over 25 
meters away. 


In missions where Kenway is required to follow 
targets and keep them within sight, different rules 
apply. In such instances, it isn’t his actual field of 
vision that is taken into account: the only concern 
is that you maintain “visual” contact by positioning 
the camera with G}, irrespective of what Kenway 
himself can see. 
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When in close proximity to two or more civilians, Kenway will automatically 
“Blend” in with them, enabling him to hide in plain sight (ff). In bustling 
urban areas, Blending is the most common and effortless method of avoiding 
detection. The process of entering and exiting a Blend situation is always 
accompanied by visual and audio effects. 


= During a Blend, a distinct visual pattern appears on the ground to indicate the 
borders of the effect. The color of Kenway and any citizens that he is actively 
Blending with is also adjusted, which can be useful when you attempt to make 
seamless transitions from one group to another on a busy street. 


= Kenway must be standing still or walking to Blend. While Blending, he is 
effectively invisible to most potential enemies and individuals that he must 
follow or avoid. However, he can still be identified at close range: within a few 
meters, the subterfuge falls apart instantly. 


« Entering a Blend will often allay the suspicions of nearby hostiles, causing active 
Detection Meters to drain and disappear while Kenway remains concealed. More 
alert enemies, however, may walk over to investigate. In these instances, you will 
usually need to quickly move between different groups — or leave the public area 
in favor of a back alley — to évade the potential assailant. 


«% When Kenway exits a Blend, there is a short period of grace (approximately 
two seconds) where he remains invisible. You can exploit this to transfer 
between different groups of citizens, or move safely out of sight. 


« Illegal or reprehensible actions can immediately break a Blend. In open 
conflict, citizens will often back away or flee from Kenway as he approaches 
them, which makes Blending impossible. 


USING CORNERS 
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If you approach and make contact with the edge of 
any suitably solid corner, Kenway will press his body 
against it and peer around to regard the area beyond 
(J). This doesn’t render him entirely invisible 
(anyone approaching from certain angles may see 
him clearly), but it’s a great way to get a clear look 
at a street or any other open expanse without moving 
into plain view. To leave this position, press @ away 
from the surface. 
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When Kenway needs to survey his surroundings without potential interruptions, entering a hiding place and remaining still will usually enable you to end 
execute a silent assassination, or escape a pursuing mob, entering a hiding open conflict. If Kenway is seen entering the hiding place, however, he will 
place is often the best course of action. There are many different varieties of immediately jeap out: you cannot use them while hostile witnesses can 
hiding place, which we will introduce after these tips and guidelines: see him. 


* Direct Kenway into a hiding place to make him disappear. With “soft” hiding = Handily, hiding places appear as blue dots on the mini-map whenever Kenway 
places (such as piles of leaves or hay), you can also enter via a Leap of Faith is in open conflict. 
or a Standard jump from above. : 
« Hiding places are also used for some of the most efficient stealth assassination 
= If you can break a clear line of sight between Kenway and his pursuers, techniques — a topic we'!l come to shorily. 


Piles of leaves, soft branches, hay or produce are the most common form Benches always offer a spare seat from which Kenway can seem entirely 
of hiding place. unobtrusive. 


Wells are an effective hiding position when you find them — and the site of one © Outhouses (or “earth-closets”, “jakeses” or “privies”, as they were once 
of the more spectacular assassination animations. known) are perfect hiding places, as they are usually found in alleyways and at 
~ the back of houses. 


STALKING ZONES 


Stalking Zones are areas with plant life — such as patches of undergrowth, foliage 
or crops — where Kenway can hide (ff). These are far more common than they 
were in Assassin's Creed Ill, and play a vital part in stealth-based gameplay. 


® You must walk, not run, into a Stalking Zone to become concealed. As you 
cross the boundary where the zone begins, Kenway will automatically adopt a 
crouching position. 


™ In many ways, Stalking Zones function in the same way as Blending with 
civilians. As long as you remain within their boundaries, Kenway is invisible. 
However, he enters plain sight the moment he stands up, with no “grace” period 
to move to another place of concealment. For that reason, ensure that unfriendly 
eyes are facing elsewhere before you emerge. 


«= Kenway is also invisible to wild animals in Stalking Zones — a feature that 
becomes essential while hunting. 


« Assassinations performed inside Stalking Zones will often go unnoticed 
unless other hostiles are close at hand to witness the act. 


It doesn’t take a great deal of provocation to incite many of Kenway’s potential 
adversaries to violence. When conflict begins, fighting can be a valid strategy — 


but flight is often a more sensible solution. 


™ The first step to escaping is naturally to turn tail and run, moving Kenway out 
of sight of his chasing opponents. At this stage, the Throw Money ability and 


Smoke Bombs (see page 36) can be highly effective. 


In certain urban areas (particularly Kingston and Havana), you will find open 
doorways or windows marked by small blue-white icons (J) on the mini-map. 
These Chase Breakers — also known as “pass-throughs” — can be used to put 
distance (and solid walls) between Kenway and pursuing hostiles, as they will be 
forced to take the long route to reach their quarry. 


« Once you move out of view, a yellow circle on the mini-map (fis!) represents 
the area where Kenway’s opponents will actively search for him. If you can 
move out of this zone without attracting further attention, or find a secluded 
place of refuge (such as a hiding place or a Stalking Zone) without being seen, 
the hostiles will eventually give up the chase. if Kenway is spotted by an alert 
opponent, however, the circle will be reset to his current location — prolonging - 
the pursuit. 


= Using free run courses and taking to the rooftops can be an effective way to put 
distance between Kenway and the soldiers on his tail, but marksmen posted on _ 
buildings or nearby towers may spot him from a long distance. Pay these a wide : 
berth if you can. From an elevated position, a Leap of Faith into a hiding place 
often works well to end a chase. ae ie 


™ [f you are close to a large expanse of water, taking a plunge and swimming — 
away from the shore is an easy way to escape. If your adversaries open fire, 
dive beneath the surface immediately. 


Lifts serve a similar purpose as Chase Breakers, but offer a rapid journey 
to a higher elevation. Whenever you see a rope attached to some form of 
counterweight above (as pictured here), simply run Kenway towards the rope. 
He will cut it automatically, grabbing the free end to be propelled to a surface 
above. Any hostiles in pursuit will be forced to climb, offering valuable seconds 
to hide or move out of range. 


THROW MONEY & SMOKE BOMBS | 


Kenway can utilize the Throw Money ability and Smoke Bombs to great effect 
in a variety of social and combat situations. These are categorized as “Tools”, 
and therefore activated by pressing @. To select either for use, press €> or C>. 


When you use the Throw Money ability (af), Kenway will hurl a shower of 
coins around his current position (ffJ). All civilians in range will immediately 
scrabble for the currency; as the brief spectacle unfolds, any unengaged patrols 
or sentries will turn to watch the commotion. The effect lasts several seconds. 


« The most efficient use of Throw Money is to complicate life for pursuing 
adversaries. If Kenway throws coins as he flees along busy streets, he can form 
impromptu human barriers that will slow down his opponents. It’s especially 
effective when used to block the entrance to a narrow alleyway. 


% Throwing money also works well as a diversionary tactic. Having guards turn 
to face the ensuing scrum enables you to attend to business you might not 
want them to witness. However, it has definite drawbacks in a stealth scenario, 
as it removes immediate Blending opportunities as citizens scrabble for 
coppers. It may also serve to attract the very kind of attention that you are 
attempting to avoid. 


Smoke Bombs ({&¥) are items that can only be purchased or occasionally 
looted from slain opponents. By default, Kenway can carry a maximum of five 
at once. Though obviously of utility when escaping combat (creating literal 
“choke points” in narrow passages works brilliantly), dropping Smoke Bombs 
incapacitates opponents during battles ({73), which makes it possible to 
assassinate them without resistance. 


PICKPOCKETING 


Pickpocketing is a risky yet moderately profitable way to acquire small amounts 
of money early in the story. It is also a technique that enables Kenway to relieve 
individuals of items that he requires to progress in a mission or side quest. 


To pickpocket a target, move close behind them and hold @. A circular meter 
(@) will show the progress of the theft (ff). You must stay in close proximity 
(and match stride with moving targets) until the meter is filled to successfully 
complete the lift. This rarely arouses the victim's suspicion if performed during a 
Blend or while out of sight. The actual amount is determined by the class of the 
target: a gentleman decked in fine attire will yield more than a man clad in rags. 


Naturally, this manner of crime will immediately cause any soldiers (or, more 
specifically, anyone represented by a red marker on the mini-map) who witness 
it to attack Kenway, so it’s wise to ensure that they are either looking elsewhere 
before you begin — or, better still, are nowhere to be seen. As a point of interest, 
it /s possible to pickpocket soldiers, but it’s rarely worth the heightened risk. 


WHISTLING 


Whenever Kenway is hidden within a hiding place, Stalking Zone or leaning 
against a corner, you can press @ to have him whistle to attract the attention of 
nearby guards, who will move to investigate. This is obviously a great way to set 
up Low Profile assassinations, but only if there is a single guard within range. 


If there are multiple targets, whistling might not seem like the most prudent 
course of action — but it can actually be a simple yet efficient diversionary tactic 
to draw patrols off course, or pull guards from their posts. If there is no cause 
to avoid combat, it's a good way to draw opponents to a secluded spot where 
conflict is less likely to attract the attention of reinforcements. 


Whistling is extremely effective as a method of turing troublesome guards into 
Stalking Zones, as assassinations performed within these areas will often pass 
unnoticed unless there are other hostiles within a few meters of the act. There are 
many stealth-based missions where this simple ability can transform a fiendishly 
complicated infiltration into a relative stroll. 


LOOTING & HIDING BODIES 


To loot a body, stand over it and hold @® ({2]) until the circular meter fills. If you 


have multiple bodies to deplume, hold the button permanently as you move 
between them: Kenway will automatically begin looting when you move within 
range. Most adversaries relinquish ammunition and a small sum of currency. If you 
diligently rifle through the pockets of combatants whenever your stocks of Smoke 
Bombs or bullets are low, you need never purchase these items from stores. 


Some situations call for assassinations that leave a troublesome corpse in plain 
view for a later patrol to discover. If Kenway will be staying in the vicinity, this 


might upset carefully laid plans. Tap @ while standing above a body to pick 


it up. To avoid accidentally grabbing a dropped weapon instead, refer to the paps snes 


contextual display in the top-right-hand corner of the screen: this will always 
reveal if the action is possible. Kenway’s movement speed will be reduced 
while he is carrying a body. Tap the same button again to drop it. Throwing 


bodies into hiding places (fi) , Stalking Zones and deep water enables you to 
dispose of them permanently. 


EAGLE VISION 


Eagle Vision has many different applications. After you press 4m to activate it, 
Kenway’s perception of the world changes (fil). It is automatically deactivated 
whenever he breaks into a run or performs other High Profile actions. 


There is a distinctive color scheme in Eagle Vision: objective-specific targets 
are gold; enemies are red; allies are blue; most citizens have no hue at all. 
Points of interest (including hiding places, Stalking Zones and areas of special 
interactivity) are also highlighted by a white glow. 


Eagle Vision has a new function whereby potential hostiles and persons of 
interest (such as an individual that Kenway must follow during a mission) will 
be “marked” when viewed in this fashion, which makes them visible through 
solid objects. This can be used to maintain visual contact during chases 
or while following people, and to build a clear picture of guard movements 
during infiltrations. These Eagle Vision highlights are Jost once Kenway moves 
35 meters away from a target. 
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There are many different contextual assassination 
techniques, though they can be separated into two 
groups: those that are Low Profile, thus suitable 
for stealth situations, and High Profile kills that are 
much more likely to attract attention. As a general 
rule of thumb, an assassination performed with @ 
alone will be low-key in nature, while holding the 
High Profile Button will lead to a more showy and 
violent killing move. 
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« Pay close attention to the highlight (fy) tha 
Signifies your current target when you perform 
assassinations, particularly aerial kills. Be sure to 
adjust Kenway’s position and the camera to select 
the correct opponent. 


= Most assassination types can be performed either 
on a single target, or on two targets in close 
proximity. 


® High Profile assassinations function at a greater range than their more discrete 
Low Profite equivalents. If a target won't move within range for a stealth kill, and 
potential witnesses are looking or moving elsewhere, it's often easier to just go 
for the spectacular kill and hide the body afterwards. 


Standard Assassination: Performed while level with one or two aligned targets. Air Assassination: Performed from above with one or two targets in close proximity, 


= Low Profile: Kenway will stab his targets discretely, though this will still lead = High Profile Only: Kenway will leap onto highlighted victims from above, 
to consequences in plain view of others. It's highly effective when employed killing them instantly. 
from behind on sentries or patrolling guards; use the Fast Walk ability to close 
the gap without creating noise. 


* High Profile: Kenway will leap and knock the targets to the ground as he 
delivers the killing blow. Note that this can be performed while running. 


Ledge Assassination: Performed while hanging from a ledge just below a 
target. 


« Low Profile: Kenway will reach out to grab (and stab) the target, then hurl 
them over the ledge. This is useful if there are other hostiles on the same level 
that you really need to avoid, but not so great if there are patrols or guards 
below. 


« High Profile: Kenway leaps up and knocks his quarry to the ground to perform 


the killing blow. This is the most efficient technique against solitary rooftop 
sentries. 
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Corner Assassination: Only available when pressed against a suitable surface. 


= Low Profile: Kenway quickly rounds the corner, stabs the victim, then pulls 
them back and lowers them to the floor. 


* High Profile: Kenway bursts into view to leap on his quarry. 


Hiding Place Assassination: Performed from any kind of hiding place. 


= Low Profile: Kenway will reach out and simultaneously grab and stab a target 
within range, then pull them into his place of concealment. 


« High Profile: Kenway will leap out to stab a passing adversary. 


Stalking Zone Assassination: Performed while Kenway is concealed within 
any type of Stalking Zone. 


= Low Profile: Kenway will reach out to stab anyone just outside the Stalking 
Zone and pull them inside. Within these areas, targets killed are automatically 
hidden. 


Non-Lethal Takedowns: Some missions have Optional Objectives that specify 
that Kenway should not kill any adversaries. In these instances, switch to 
Unarmed mode (£2). f you then sneak up behind a target and tap @, Kenway 
will silently incapacitate them. 


The advice we offer here is designed to cover the fundamental features of the Assassin's Creed IV combat system. Once-open conflict becomes more demanding in 


later Sequences, you'll find plenty of essential stats and additional strategies in the Reference & Analysis chapter. 


COMBAT BAS ICS 


Combat Mode: Once a fight begins, Kenway will 


automatically adopt a combat stance, and turn 
to face the enemy you direct him towards. Pay 
Close attention to the white outline highlight that 
signifies your current target: this shows who you 
will be attacking. To change this, simply tilt @ in 
the direction of your preferred target. 


Attack & Combo Attacks: To launch a melee 
attack on an opponent, press @. The amount of 
strikes required before an opponent falls depends 
on the weapon type used. Attacking in this 
fashion is generally only of use when you face few 
opponents, or a single strong adversary, In battles 
featuring numerous assailants, you will be far more 
effective if you employ a counterattacking strategy. 


Parry/Counter: Hold @ to make Kenway 
automatically block incoming melee attacks. If 
you only tap the button instead, you will set up a 
counter: see “Counter Techniques”. 


Break Defense: Press @ to break an opponent's 
guard, enabling Kenway to launch an assault 
before they recover. Performing this move twice 
consecutively on an opponent will cause Kenway 
to kick their feet from underneath them (fi), 
rendering them vulnerable to an instant killing 
blow as they lie on the ground. 


Collecting & Dropping Weapons: Outside of 
combat, tap @ to collect or drop weapons. During 
a fight, you'll need to hold the High Profile Button 
while you tap the button to achieve the same result. 
The safest way to immediately drop an acquired 
weapon is to select another one with €3 or PF 


Tackle: A non-lethal technique, Tackle is employed 
while sprinting with the High Profile Button to 
knock a target to the ground. When Kenway is just 
behind his quarry, tap € to make him leap and 
propel them from their feet (£73). 


COUNTER TECHNIQUES - 


« Escaping a Battle: To leave active combat, hold 


the High Profile Button. This restores standard 
@ control, enabling you to turn tail and escape. 
You can also use this technique to reposition 
Kenway if you feel that the initial battleground 


The use of counterattacking moves is an all- 


important aspect of the Assassin's Creed !V combat 
system: without it, fights become protracted and 
ridiculously difficult. To perform a counter, wait until 
you see the ® icon appear above an opponent's 
head (ff). This indicates that they are poised to 
strike with a melee attack. Tap @ to set up your 
counter. (Don't hold it — this would result in a basic 
Parry.) 


A successful @ press initiates a temporary slow- 
motion state where you must tap a second face 
button to choose one of four counter moves (see 
below). If this window of opportunity passes, both 
the enemy attack and the counter attempt fail. 
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doesn’t favor him, or if a nearby location offers 
a strategic advantage. A narrow alleyway, for 
example, could limit the effectiveness of enemy 
marksmen. 
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1. Counter Kill: Press 4 to kill an opponent 
instantly, This is by far the most effective and low- 7 


| risk way to eliminate adversaries in large groups. 


2. Counter Disarm: Press @ to make Kenway 
deftly disarm his attacker. If Kenway is 
unarmed, he will claim his opponent’s weapon 
as his own; if he is already using another type 
of weapon, the opponent's weapon will simply 
drop fo the ground. To discard a weapon 
acquired from an adversary, just select one of 
your own weapons. 


3. Counter Throw: Press @ to hurl an opponent 
aside. You can use ® to influence the throwing 
direction. Thrown enemies can be finished with 
a single attack if you can reach them before they 
clamber to their feet. Propelling enemies from 
high buildings or into water is also fatal. 
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4. Special Counter: Press @ to make Kenway 
counterattack with a weapon selected as his 
current Tool. Though it consumes ammo, this 
move can be very effective, especially against 
advanced enemy archetypes who are resistant 
to the Counter Kill move. | 


lf two enemies attempt to attack simultaneously, 
pressing @ alone will lead Kenway to counter kill 
both assailants automatically. This tends to be 
more common when he faces a large number of 
opponents at once, and is a great way to quickly 
even the odds. When you see attack notifications 
appear above the heads of two enemies at once, 
be sure to take advantage of this feature. 


KILL STREAKS 


A Kill Streak is a combat technique whereby multiple opponents can be 
dispatched with instant-death attacks in quick succession. 


To begin a Kill Streak, Kenway must either defeat an adversary with a combo 
attack, or perform a successful Counter Kill. During the killing animation, press 
@ towards the opponent you wish to dispatch next (the one highlighted), then 
press @ to “stack” a subsequent assault. If successful, Kenway will automatically 
move and lash out, killing your specified target. During this animation, you can 
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use @® + @ to select the next victim. This can, theoretically, be repeated until 
all combatants save the victorious Mr Kenway lie beaten on the ground. 


Kill Streaks end instantly if Kenway takes damage, or should he fail to make 
contact with an opponent — usually because they are too distant to reach. In 
pitched battles with aggressive antagonists, you can cancel a Kill Streak (or, 
essentially, start a new one) with a counterattacking move if an enemy seems 
poised to land a blow before Kenway reaches the next target. 


The secret to successful Kill Streaks is to identify a 
route of opponents that will enable you to kill as many 
as possible in sequence, adapting your course on the 
fly as you “join” the moving dots (f23). However, as 
with Counter Kills, it’s important to recognize that 
some opponents are resistant to such attacks. This 
certainly isn't a problem you'll encounter during the 
opening hours of the adventure, but it will eventually 
complicate matters by compelling you to avoid such 
antagonists to keep a Streak active. 


Whenever Kenway faces opponents using firearms, there is a danger that they 
will open fire, causing significant injury. This is usually foreshadowed by the 
appearance of a distinctive icon (G ) over the head of the assailant poised to 


an 


fire, or positioned at the border of the display for off-screen enemies. Within a 
short window of opportunity before the shot is made, you can grab any opponent 
in range to use as a human shield by pressing @ ((3). 


| or 


It can take a few attempts to get a feel for how to 

react to such situations. Don't panic if you tend to 

fail at first. There's a knack to identifying the danger 

and positioning yourself close to a suitable shield. 

What's more, it’s not always strictly necessary to 

have an opponent nearby to avoid injury. You can. 
also dodge by moving behind cover, which is 
easier if you break out of combat mode by holding 
@ + High Profile Button. y 


After a few hours of play that take place on solid ground, Sequence 03 of the 
main storyline introduces Kenway’s ship, which opens up the Caribbean map 
for exploration. Over the Sequences (and many hours) that follow, the dramatic 
expansion in the scale and scope of Assassin's Creed IV is quite remarkable. 


You'll earn how to identify military and trade vessels with the Spyglass, perhaps 
pepper them with mortar fire in advance, then move in close to breach their hulls 
with broadsides prior to boarding and fighting surviving crew members at close 
range. You'll become adept at engaging vessels 

equipped with naval rams, steering away from their 

aggressive charge at the perfect moment to drop 

devastating fire barrels into their course. In time, 

you'll even gain the option of assaulting military 

fortresses from the sea, before landing to defeat 

their garrisons with the assistance of your crew. For 

a change in pace affer such excitement, you could 

instead seek a little solitude (and, naturally, treasure) 

in the depths with the aid of a diving bell — or simply 

sail in search of new destinations and unique vistas 

fo experience. 


Kenway’s ship enables him to reach over 70 unique 
locations in the Caribbean map. Each one of these 
may feature side quests, collectibles, and any 
number of unique activities (such as smuggler 
coves to claim, and warehouses to raid). There are 
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creatures to hunt on both land and sea... and men, for that matter, should you 
care to collect the bounties on their heads. 


When the time comes to set sail for the first time, we'll wager that this Primer 
chapter will have little more to teach you. At that point, you can find our 
comprehensive guide to the naval features of Assassin's Creed IV on page 228 of 
the Reference & Analysis chapter, and learn more about the activities available in 
the Caribbean in our giant, all-encompassing Side Quests chapter. 


nfl 


—_ 


WALKTHROUGH 


This chapter has beeh designed to guide readers through all main missions in Assassin's 
Creed IV and, in conjunction with the companion Side Quests chapter, plot a course to a 
perfect 100% Progress Tracker rating. 


Throughout the Walkthrough chapter, we use annotated screenshots to highlight essential 

actions or points of specific interest, such as paths you should follow and enemy patrol 

routes. The following legend details all of the annotations you will encounter, and the 
simple color code that we employ. 
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MEMORY 01 \ “EDWARD KENWAY’ 


Notes & Further Reading 


™ There are no Optional Objectives for this Memory. 


™ Broadly, the events of “Edward Kenway" serve to introduce staple play elements, such as free running, climbing and combat. If you are new to the Assassin’s Creed series, you 
will definitely benefit by studying the relevant sections of the Primer chapter: see page 22, 


™ Though there are numerous collectibles in the area, not all of them have been officially unlocked at this stage. Curb your completionist urges for now, and you can return to 
plunder the island with greater efficiency at a later date. 


When play begins after the short opening cinematic, run to the ship's wheel at the green waypoint 
marker and press @ to take control. Though in-game tips, prior naval experience in Assassin's 
Creed Il! or your innate gaming ability should enable you to figure things out quickly, see “Ship 
Controls” if you need a quick recap. Edward Kenway’s role in the battle begins as small ships 
move in to attack. Destroy these with broadsides, then engage your true opponent: an altogether 
more imposing vessel. A lightning strike seriously damages the structural integrity of the enemy 
ship as you close in on it, so it should take no more than three or four broadsides to sink it. 


After the cinematics, hold the High Profile Button and use @® to swim to the green 
waypoint marker on the shore. Once another narrative interlude introduces your target, a 
chase begins. There is no time limit on this pursuit, so feel free to familiarize yourself with 
Kenway's remarkable agility. Rather than taking the obvious path (marked by a segmented 
white line here), hold the High Profile Button and follow the free run shortcut instead. 


You can now use the nearby tower to reach the next area. Though technically optional, it's 
definitely worth taking the time to ascend to the perch at the top: this is a Viewpoint (see 
page 31). Press @ here to Synchronize. This will uncover a portion of the surrounding map _| 
and provide a useful future Fast Travel position. 


During battles, your priority is to bring opponents into alignment with the port or starboard 
cannons. If you cannot see the targeting lines, it probably means that the cannons are 
currently directed at a point beneath the waves: adjust G} accordingly, and they'll soon 
move into view. If you are a player who prefers to invert the Y-axis of camera controls, this 
iS an opportune moment to pause and visit the Options screen. In addition to toggling 
the “cannon Y-axis” setting, you may also wish to adjust the "3rd-person camera: Y-axis” 
setting as well. 


“Command Summary | 

~—@ | Manewver the ship —— | 

rR) ai) Adjust the camera; align the targeting lines while ang 

ry > Increase the ship's speed a 
© : | Reducé the ship's speed 


Manual Aim Button | Bring up the cannon’s targeting lines 


“High Profile Button | Fire cannons 


Cross the bridge and continue west, past the shallow pool (note that the compass on the 
outer edge of the mini-map always points north), then follow the route shown here to ascend 
to a higher elevation. This will enable you to reach a platform that extends from the top of 
the cliff to the north. 


After Synchronizing, you can perform a Leap of Faith (hold the High Profile Button and @, 
then incline @) into the pile of leaves far below. You can then follow the shortcut illustrated 
here; your quarry will appear in the distance as you move north. 
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After the brief free run, climb the wooden “ladder” to the north. Though you are actually free 
to explore the area for collectibles before you continue, there's-no real benefit in doing so: 
you can easily return to this location at a later date. When you reach the top of the ladder, you 
should notice the Assassin run to the right and perform a Leap of Faith. Though you need to 
follow him, you can optionally take a short detour to Synchronize with the Viewpoint before 
you take the plunge into the water below. 
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After you land, take a few steps forward in the water: the Assassin will emerge from cover 
and fire on Kenway, You must then pursue him in a more direct chase. As long as you free 
fun over obstacles and remain within 50 meters of Walpole, he will eventually turn and fight. 
A Counter Kill (see page 41) is the quickest way to dispatch him. 


After the death of Duncan Walpole, play resumes in the area pictured above. Run to the end 
of the bough that extends over the cliff edge and Synchronize at the Viewpoint, then perform 
a Leap of Faith into the poo! beneath. 


Swim out to the ship and take the wheel with @. Sail out of the bay via the route shown here 
to conclude the Memory, Alternating between the two movement speeds (@ to speed up, 
and @ to slow down) is wise in this maze of sand bars and other obstructions: all ships have 
improved maneuverability at half sail speed. 


} 


Move out onto the bound log perch to the south and perform a Leap of Faith into the leaves 
below. As long as you move slowly in the Jow areas of vegetation (known as “Stalking 
Zones” — see page 35), Kenway is invisible to his enemies. From concealment, tap @® to 
lure the closest guard to your position, then tap @ to quietly assassinate him when he moves 
within range, You can then repeat this trick with the other nearby guard. Now sneak to the 
waypoint to the east via the continuous Stalking Zone. If you are quick, you can eliminate the 
two guards in close proximity with a double assassination from behind before combat begins. 
This will leave you with one soldier to fight immediately; other soldiers left on the beach may 
or may not join the fray. Once the battle ends, approach the merchant to trigger a cutscene. 


At major junctures in the Assassin's Creed IV story, you will return to the “present” to 
experience a parallel narrative. Though there is scope for exploration and discovery 
later in the game, this initial visit to Abstergo Entertainment serves to introduce a 
handful of characters and concepts. Completing this first installment is a simple 
matter of moving where directed, and following prompts as they appear. After Melanie 
provides you with your communicator, you'can press the Pause Button to open the 
communicator main screen. The main point of interest is the fascinating Employee 
Passport, found in the “my files” section, though you will also receive a handful of 
messages that you can read before you return to the life of Edward Kenway. 


Whenever you approach a point of interactivity, a sound effect and a glowing @ icon on 
your communicator offers notification that you can press the specified button to perform 
an action, such as operating the elevator or activating your Animus to continue the story. 


-PRESENT CONTROLS 

Command Summary 
Oi Movement | 
| -R) , | View control - <= —— “9 
VigPoie baton [restvak 
@ | Interact | 

F © __| Eralecsable communicator splay | 
@ | Access stored files (with communicator display visible) | 

~ Map Button | View current areamap i. 

Pause Button | Acoess communcalor main screen and game options _| 


Edward Kenway, a privateer turned pirate seeking his fortune in the West Indies, narrowly survives a brutal naval engagement during a thunderstorm. He Te through the 
wreckage of the encounter to reach the shore of a nearby island, he discovers a survivor from the enemy fleet. Duncan Walpole, an Englishman dresse in Wi a we is to 
be Brotherhood attire, claims an urgent need to reach Havana to conduct important business. The two men clash — their animosity enkindled by Kenway S$ avarice rhe alpole's 
failed attempt to murder him with a sodden pistol - and Walpole is killed after a lengthy chase. Resolving to impersonate the Assassin to defraud his contacts in Cu " Kenway 
appropriates Walpole’s effects and dons his uniform. Espying a suitable schooner in a nearby bay, Kenway rescues its owner (the merchant Stede Bonnet) from an unfortunate 


contretemps with corrupt soldiers, and the two set sail for Havana... 


MEMORY 01 ‘\ “LIVELY HAVANA’ 
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Optional Objectives 

® Tackle the pickpocket. 

% Use Smoke Bombs to escape combat. 
Notes & Further Reading 


™ This Memory starts automatically as Sequence 02 begins. 


™ You can learn more about combat (see page 40) and Smoke Bombs 
(see page 36) in the Primer chapter. 


After Kenway identifies the tavern, perform a Leap of Faith to land in the hay cart below. On 


landing, you must leap out and pursue the pickpocket that assailed Bonnet. The chase is fastand | 


becomes increasingly involved. When you move within close proximity (which may take some 
time), tap @ to make Kenway leap and tackle the pickpocket, who will then attack. Kil! him, then 
loot his corpse. If you experience difficulties, or wish to complete the Optional Objective with 
ease, take the shortcut illustrated here to easily tackle him at the very start of the chase. (You can 
return to a checkpoint here at any time up until you kill and loot the pickpocket.) 


Accompany Stede Bonnet until you arrive at a weapons vendor, then purchase a new set 
of swords when prompted to do so. When Bonnet admits to losing his bearings, scale the 
church tower to reach the Viewpoint on the west face of the tower, then tap @ to Synchronize. 


Travel to the waypoint to reconvene with Bonnet. The tavern brawl acts as a tutorial for 
certain fundamental features of the Assassin's Creed IV combat system, so follow the 
onscreen instructions as they appear. When it ends, you are prompted to use Smoke 
Bombs to aid Kenway’s attempt to escape the Spanish soldiers. 


When play resumes, Kenway begins just next to the exit. Your objective is to escape the 
area. Quickly push through the crowd around the exit to the north, then swerve to the right 
outside and drop a Smoke Bomb (@) to disable the soldiers as they close in, Sprint for 
the alleyway and immediately drop a second Smoke Bomb as you enter to deter further 
pursuit. (Players with plenty of Assassin's Creed experience can optionally use the nearby | 
Lift instead, though this makes it a little less likely that the soldiers will be incapacitated in 
the alleyway “choke point”.) 


Quickly climb to the rooftops via the ladder (if you didn't take the Lift) and follow the free run 
course shown here to leave the marked area without further incident. The path to the south 
1S easy to follow, and the soldiers incapacitated by the second Smoke Bomb are unlikely to 


| each the rooftop to give chase before Kenway can disappear out of sight. There is a Hiding 


Spot at the end of the route shown here, though you may find that the chase (and, therefore, 
this mission) will end just before you reach it. When the “Lively Havana” Memory finishes, 
yOu are free to explore the town, 


Optional Objectives 
% Hire Dancers to distract guards. 


® Stay out of combat. 


Notes & Further Reading 


™ You are now free to explore Havana at your leisure. Though some side quests 
and features are unavailable until later in the story, you can certainly unlock 
Viewpoints and pick up collectibles, See page 132 for a full map of the city and 
a guide to its activities. You can also now use Synchronized Viewpoints in this 
area as Fast Travel positions. 


™ Ensure that you have at least 150 R in funds before you begin this Memory: 
you need it to complete the first Optional Objective. You can easily obtain this 
sum by opening a Treasure Chest. 


% Refer to page 32 to learn more about stealth (particularly the all-important 
Blend ability), page 37 to learn more about Eagle Vision, and page 36 for 
instructions on how to use the Pickpocket skill. 


Meet up with Stede Bonnet at the main mission position (@) at the docks and press @ to 
begin when the prompt appears. After reading the Eagle Vision tutorial, activate the feature 
| with qq to “tag” the targets that you are following, then tail them from a safe distance. 
| Whenever the guards are off-screen, a timer will appear ~ this is your cue to rotate the 
camera until you make visual contact again. Your targets will eventually cut through a 
guarded zone, clearly marked in red on the mini-map, known as a Restricted Area. In 
these locations, all potential enemies will grow immediately suspicious of Kenway, and 
soon attack if he remains in sight. Fortunately, you can easily skirt this particular zone 
without trespassing. Move to the south to remain approximately parallel to your targets 
as they exit. 


The two soldiers will cross the street and enter another Restricted Area. Head south to arrive in 
the market area before they do, as shown here. At the market, Blend with stationary civilians to 
hide from the soldiers as they emerge from the Restricted Area. They will soon break into a run. 
Sprint to follow them, but always maintain a safe distance. Be especially careful when rounding 
corners. If Kenway is spotted, quickly move out of sight or Blend to allay suspicion. 


| When the chase ends, you will be prompted to eavesdrop on a conversation shared by the 
two soldiers. Hire the nearby Dancers (press @): they will surround Kenway, following him 
to provide a mobile Blend, Ata walking pace (use Fast Walk—hold @ - ifa little extra speed 
is required), stay within the white boundary to listen until the conversation ends. 


You now have a new target to fail: the Captain (shown here). Activate Eagle Vision to tag 
him, then follow at a discreet distance until he enters a Restricted Area. Wait outside until 
he emerges. 


The Captain will set off on patrol when he leaves the Restricted Area. He will then follow 
the path illustrated here. As he approaches the market stalls, move behind him (Fast Walk 
works well at close range) and hold @ until the Pickpocketing meter is completely filted 
to obtain his key. 


If they are still in Kenway’s employ, press @® to dismiss the Dancers. The entire fortress and | Press up against the left-hand side of the door, wait for a soldier (a Brute) to approach, then 
its immediate environs are a Restricted Area, so you can't simply enter via the front gate. { perform a corner assassination. Enter the fort and turn right, then eliminate a second guard 
Instead, move to the south side of the imposing structure and sneak to the side door shown { from behind before he can raise the alarm. 

here. Try to stay close to the wall to avoid detection by the sentries above. The “stay out of 

combat” Optional Objective becomes active at this stage. 


Follow the route shown here to reach the top of the outer wall; as a fringe benefit, you'll pick 
| up an Animus Fragment during the climb. 


Atthe top of the wall, look for a guard above your position, then perform aledge assassination | Finally, leap from the wall into the sea below, swim out of the Restricted Area, then 
when he stands above Kenway. After checking that no one is looking your way (especially | reconvene with Bonnet at the waypoint. 

the rooftop sentry), you can then quickly climb up and sprint to the doorway (highlighted by | 

a waypoint marker). Press @ to trigger a cutscene. | 


Optional Objectives Notes & Further Reading 


% Complete Rogers’ shooting ™ We cover all primary assassination techniques on page 38. 
challenge. 


© Pickpocket all Templars, 


raise money for any purpose. 


% This mission leads Kenway to obtain his first pistol and the iconic Hidden Blades. 


® Don't be misled by the sizeable sums that Kenway acquires while pickpocketing the Templars. The pickings available from the general 
populace rarely amount to more than a paltry handful of rea/es, and the risk of discovery means that this is a poor (and protracted) way to 


Head to the main mission marker in the south of Havana, then approach the gate and press 
@ to begin. Use Fast Walk to speed up the stroll to the terrace. 


| After the cinematic, Kenway is given a set of pistols. Take a couple of practice shots, then 
wait for the two Templars to conclude their conversation. You then have the option to speak 
to Julien du Casse on the left to continue, or Woodes Rogers on the right to engage in a 
brief shooting challenge. To complete the related Optional Objective (and obtain a 350 R. 
bonus), opt for the latter first. Your task is to shoot all marked targets within the time limit. 
For an easy victory, move from right to left, and start aiming at the first target before the timer 
appears. You can then reposition Kenway whenever you need to reload. It's possible to retry 
this challenge by speaking to Rogers again should you fail. 


After you speak to du Casse to continue, the two men will call for a demonstration of 
assassination techniques. These occur in the following order: 


A. A standard assassination on foot: @ alone in close proximity. 
B. Assassination from a Hiding Spot: @ from inside the pile of hay. 
C. Assassination while blended: blend among the workers and press @®. 


D. Air assassination: climb onto the roof, look at the target below and tap @. 


E. High Profile assassination: hold the High Profile Button and @ to sprint at a target | 


dummy and automatically stab it as soon as you are within range. 


Approach the two men and press @ to continue. Follow them until a cinematic begins. 
After the scene where Governor Torres bestows rings on Kenway and the two Templars, you 
regain active control for a small period of time. To complete the second Optional Objective 
of this Memory, you must pickpocket Torres, Rogers and du Casse before the Governor ends 
the meeting. This is simply a matter of standing behind each target and holding @ until 
the theft is complete. After the cinematics end, Kenway is automatically transported to the 
gates of the mansion. 


Optional Objectives | Notes & Further Reading 


Use the pistol in combat. 


instructions on how to perform Kill Streaks. 
™ Tackle the Sage from above. P 


™ Refer to page 40 to learn more about the Break Defense move, page 41 to jearn more about Counter techniques, and page 42 for 


™ {f you have engaged in other pursuits before this Memory, ensure that you have a full supply of pistol ammunition before you begin. 


« Even if you have neglected all non-plot activities, you will probably have accumulated a few thousand reales so far. Don't be too quick 
to squander this on non-essential items such as weapons or outfits. You'll soon benefit by investing significant sums in a major game 
feature, so saving your coins now will pay dividends later. It's also worthwhile to loot Treasure Chests whenever you encounter them: 

| these can be a major source of income during the early Sequences. If you need a little assistance, refer to the comprehensive Charts & 

Collectibles section of the Side Quests chapter. 


Interact with Woodes Rogers at the marked tocation to begin the Memory, then accompany the 
party as they walk through the city streets. When the Assassins begin their assault, decisive 
action is required to neutralize all targets quickly before Torres can be grievously injured. 
With single targets engaging other assailants, try to sneak up behind for cheap (but efficient) 
assassinations. Note that Assassins are immune to the first strike of a combo attack unless off- 
balance or distracted: use the Break Defense move (@) beforehand. If you press this twice in 
quick succession, you can knock them from their feet for an easy ground kill while they lie prone. 
When engaged in combat with more than one target in range, slaying an opponent (by whatever 
means necessary) will initiate a potential Kill Streak (see page 42), which will enable you to 
dispatch the Assassins with greater speed. Your primary focus should be the targets that attack 
Torres; once his vicinity is clear, move on to kill any survivors shown on the mini-map. 


Targets on the rooftops pose a serious threat to Torres and mission completion. Use the pistol 
to shoot these, where possible: at least one successful shot is required for the related Optional 
Objective. When Torres makes a break for safety, abandon combat and run with him to avoid 
Desynchronization, 


When the Sage makes his escape attempt, set off in pursuit immediately — but don’t make 
the mistake of attempting to follow him over the rooftops. If you keep pace on the streets 
below (see image), you can arrive at an optimal tackling position and simply wait for him 
to arrive. The only limitation is that you must remain within 50 meters at all times — both 
ahead and behind. 


Take up position on the elevated area shown here, and you only need target the Sage and 
perform a tackle. There's no need to press a direction on q@: just hold the High Profile Button 
and tap @ to bring the chase to an end when he passes beneath. This is technically an 
aerial tackle (though not, granted, a spectacular example of the art), so it satisfies the second 
Optional Objective. 


MEMORY 05 \ “CLAIMING WHAT'S DUE 


Optional Objectives 
™ Stay out of combat, 


® Kill three guards from Stalking Zones. 


Approach Stede Bonnet at the marked location and press @ to begin the Memory. When 
the cinematic ends, vault over the fence into the Stalking Zone shown here. Once Kenway 
is concealed, immediately press & to whistle, attracting the attention of the closest guard 


before he sets off on a patrol. When he moves close, tap @® to assassinate him. You can | 


then push forward and eliminate the second guard from the edge of the next Stalking Zone. 


Once again, move between Stalking Zones to reach the position shown here, then activate 
Eagle Vision to identify the warden at the top of the steps. After a short pause, he will walk 
down and close to Kenway’s position. Assassinate him as he passes, then hold @ while 
crouched above his (concealed) body to loot his key. 


” 


| Notes & Further Reading 


a Starting this Memory leads to an unbroken chain of three missions. If you have other 
| activities that you would like to attend to in Havana, you may wish to complete them 
| before you begin. Naturally, you will be able to return here later in the story. 


While paying attention to the two guards patrolling on the path, make swift transitions 
| between Stalking Zones to approach the left side of the building shown here, From the edge 
| of the Stalking Zone, attract the attention of the guard directly ahead and kill him from your 
place of concealment to complete the first Optional Objective. 


| 


There is no benefit to wanton bloodshed, so it’s easier to just avoid most of the guards that 
remain. Climb to a hanging position on the wall, wait until the nearby guard moves to the top 
of the steps, then quickly move into the Stalking Zone. You can subsequently make quick 
transitions between Stalking Zones whenever the coast is clear until you reach the building. 


The guard patrolling close to the building is more problematic than most, so it's easier to 
just lure him in close with a whistle, then perform a silent takedown. You can then sprint for | 


the upturned cart further ahead and jump over the wall: though this may attract attention, 
you can be hidden in the Stalking Zone just beyond before any guards can identify Kenway. 


A bold sprint from the Stalking Zone, following the outer wall that leads to the prison 
entrance, will enable you to reach the waypoint marker without further incident. Wait until 
the patrolling guard faces away before you begin, and you will find that the two stationary 
sentries are entirely less than vigilant. Approach the gate and press @ to trigger the closing 
cinematic. 


| 


MEMORY 06 “THE TREASURE FLEE as 
! 


Optional Objectives 
a Kill three guards from behind corners, 


™ Free 23 pirates. 


Notes & Further Reading 


® This Memory marks the first occasion when a main mission may lead you to 
fight the Scout, Brute and Captain enemy archetypes. 


% Scouts (slender build; carry daggers) are much like generic soldiers, but block 
the initial blow of a combo. Counter Kills and Kill Streaks are the best methods 
to dispatch them. 


™ Brutes (heavy build; carry axes) are high-level opponents who are immune to 
standard attacks and counters. The best way to dispatch these opponents is to 
use the Break Defense move twice (@% x2), then stab them before they clamber 
to their feet. 


% Captains (medium build; distinguished by their rather ostentatious attire) are 
immune to most of Kenway’s attacks. However, they are vulnerable to the parry 
move: just hold €, and Kenway will automatically strike to briefly incapacitate 
this enemy variety. You can then finish them off with a full combo attack, or two 
applications of the Break Defense move for a ground kill finish. 


™ See page 241 to learn more about these enemy varieties 


After the opening cinematic, follow the button prompt to free Kenway and his fellow prisoner 
| from their shackles. Quickly move to the right-hand side of the doorway and whistle to attract 
| the attention of the guard. Perform a corner assassination when he moves within range. 


Move into the next room and swiftly position Kenway at the far edge of the shelves to the 
left; from here, whistle to set up the second of the three corner assassinations required to 
complete the first Optional Objective, 


lf you opt for combat for the rest of this Memory, you will have to contend with some new 
and powerful opponents: see the “Notes & Further Reading” section at the top of the page. 
Our walkthrough sketches out a likely stealth-based progression, in addition to the best route 
between ships, though you are free to opt for combat over discretion if you prefer. Follow the 
path shown on the accompanying screenshot, on the port side of the ship, quietly assassinating 
the guards in sequence. You can whistle from the edge of crates to lure them to you. Once you 
reach the prisoners, free them then run towards the bow. 


Continue forward, then move to the left-hand opening (as shown here) to perform a third 


| and final corner assassination. You can then approach the table in the next room to collect 


Kenway’s belongings, before climbing the nearby ladder to reach the deck, 


Run along the route shown here to reach the rigging of the next ship, and perform a doubie 
ait assassination on the two guards watching the pirates. Once the captives are free, run 
towards the bowsprit. 


Jump from the bowsprit to reach the next ship in line. Quietly assassinate the five guards 
in turn on your way to the prisoners. Once these are free, use the hook right in front of your 
position to instantly reach the upper platform on the main mast. From here, a simple free run 
course gives you access to the next vessel's rigging. 


Free run to the other side of the ship as pictured here, then perform an air assassination on 
the soldier underneath, Approach the highlighted trapdoor and tap @ to move below decks. 
While it's possible to sneak through, eliminating each soldier by stealth, it’s faster to blaze 
through with a sequence of assassinations followed by a short fight at the end. Free the 
pirates in the final area, then climb the nearby ladder to return to the upper deck. 


Finally, swing over to the last ship: the vessel that Kenway means to commander. If you 
are quick-witted, you can perform an air assassination (ar even a standard non-combat 
assassination) on the Captain, highlighted in the screenshot here, to make the last battle 
much easier. When the final assailant falls, approach the wheel and press @ to trigger a 
cinematic, 


Tap @ twice to speed up and turn towards the waypoint marker. Use broadsides as the initial 
vessels approach the ship. Once they're behind you, you can drop Fire Barrels to damage the 
pursuing schooners. You may also find it useful to swerve left and right periodically to avoid 
situations where pursuing ships concentrate their fire on one point. 


When you are notified of an approaching rogue wave, the end is almost in sight. If you can | 


get through this hazard, the pursuing schooners will be destroyed. Steer the ship directly 
into the wall of water and hold @ to brace a second or two before it hits to navigate it without 
damage. The remaining section of the journey is almost relaxing by comparison: you simply 
need to steer clear of waterspouts and one further rogue wave. You can reduce speed to 
half sail to reduce the effect of waterspouts on the steering of the ship; brace to reduce the 
damage sustained if you are sucked into the area marked in yellow on the mini-map. The 
seas will grow calm as you approach the waypoint, with both the Memory and Sequence 
ending as you reach it. 


With much of the action so far taking place on land, Sequence 03 begins a 
succession of nautically themed missions as the wider Caribbean sandbox is 
untocked for potential exploration. If you have yet to do so, this is the perfect time to 
learn about the many features of naval navigation, combat and other related systems. 
Though various features are unlocked gradually through the coming Sequence, 
forewarned is definitely forearmed. Refer to page 228 of the Reference & Analysis 
chapter for our fult guide. 


Under the guise of Duncan Walpole, Kenway travels to the mansion of Havana governor Laureano Torres, anticipating a large reward for completing the dead Assassin's delivery. 
On arrival, he meets Woodes Rogers, Julien du Casse and Torres himself: Templars all, and Torres hq Jess than a grandmaster of the Order. Though Torres takes possession of 
Walpole’s effects — documents and maps, and a curious crystal cube — Kenway does not receive the sizable reward he craves. Ordered to meet the Templars the next morning, 
he is introduced to a man known as a “Sage”. Though he distinguishes himself while repelling an Assassin attack on the Templar entourage, and by foiling an escape altempt by 


the Sage, Kenway is piqued by the nominal payment offered by Torres. 


Seized by a singular notion that he alone might profit from the “Observatory” the Templars Speak of, Kenway attempts to infiltrate the prison where the Sage is held. .. to find the 
guards slaughtered, the man himself long gone. Discovered at this delicate moment, his Walpole subterfuge exposed, Kenway is sent as a prisoner on a Spanish treasure fleet. 
There he meets Adewalé, a stout and imposing sailor, and the pair work together under cover of a terrible storm to steal a brig, the remarkably hardy El Dorado. After leaving both 
the chasing fleet and chaotic seas behind with the assistance of a small contingent of rescued pirates, Kenway and Adewalé consider their next move... 


MEMORY 01 \ “THIS TYRO CAPTAIN" | 


Optional Objectives Notes & Further Reading 
% Air assassinate an ocelot. 


% Shoot an iguana. 


pelt when you sell your wares on arrival in Nassau. 


Sail to the green waypoint marker to reach Abaco Island; step up to travel speed (@) to speed 
up the journey. On arrival, steer close to the beach and drop anchor by holding @. You can 


then dive into the water and swim to the shore. You now need to hunt two ocelots and two | 


iguanas. There is an Optional Objective to kill an ocelot via an air assassination. Travel to the | 


| 


eastern edge of the island (their regional habitat) and follow the free run course to reach the | 


position shown here. It's a few steps to the east of the island’s inner pond. Once you are at 
the upper branch, activate Eagle Vision and wait for an ocelot to move within range; when the 
option appears in the upper right-hand corner of the display, press @ to strike. 


Once you have both ocelot pelts, Synchronize at the Viewpoint at the center of Abaco 
Island as you travel to the western beach, where iguanas are common. Though Kenway can 
outrun these creatures in a straight-line sprint, you should kill the first with a shot from the 
pistol to satisfy the second Optional Objective. As before, skin the animals to obtain their | 
unique crafting resource — in this instance, iguana leather. You can now follow the onscreen 
prompts to unlock Pistol Holster Il and Health Upgrade I. 


| ™ See page 146 for more information on Abaco Island. There is a Treasure Map here: be sure to collect it before you leave, as you will be visiting 
the location that it leads to during a forthcoming Memory. See page 250 to discover more about Treasure Maps and the riches they contain. 


™ You can learn more about hunting on page 248. Though you only need to skin two of each animal type to craft the necessary upgrades, this 
doesn't mean that the hunt must immediately end. If you use the pistol] and walk around the edge of the island, activating Eagle Vision to 
identify the creatures from afar, you can skin approximately a dozen additional animals — worth almost 1,000 rea/es — in little more than five 
minutes. Should you need more bullets, open a Treasure Chest. If you would like to unlock the Feline Pelt Outfit, be sure to save one ocelot 


Stand above the animal and press @ to skin it. You can repeat the process for the second 
required ocelot, or wait in a Stalking Zone, or even just shoot one with the pistol (note, 
however, that you will need at least one bullet to complete the second Optional Objective). 
It's not wise to attempt fo catch one on foot: they take fright easily, and can effortlessly 
outpace Kenway in a chase, 


Return to Adewalé on the Jackdaw, You may find it slightly faster to take a rowboat: simply 


i approach one, then press @ to be returned to the deck of the ship immediately. Interact 


with the quartermaster to trigger a cutscene and end the Memory. Though you may have a 


yearning to explore the Caribbean in your new ship, it makes much more sense to set sail to 
Nassau and complete a few more Memories before you Satisfy your wanderlust. Approach 
the beach shown here, and an option to travel to the town will appear; select “accept” to 
automatically dock. 


MEMORY 02 \ “NOW HIRING’ 


Optional Objectives Notes & Further Reading 


« Disarm and kill three 
guards. 


% Shoot the rope to save 
the pirate. 


effective-See page 234 for further details. 


a For more information on Nassau, see page 142, You may wish to Synchronize with at least a few Viewpoints before you continue: you'll spend a 
fair amount of time in Nassau over the hours that lie ahead. 


. Rabbits and wild pigs can be found in the northwest of Nassau, with crocodiles in the water to the west. By shooting (by far the easiest method) and 
skinning two of each, you can acquire the Smoke Bomb Pouch ||, Pistol Ammo Pouch | and Pistol Holster Ill crafting upgrades at the very first opportunity. 


™ This Memory introduces the concept of crew as a valuable resource that must be replenished (and, indeed, expanded) to make the Jackdaw more 


% Tackling couriers (see page 252) in Nassau is easier than everywhere else, as there are almost no guard patrols to speak of. If you see an easy 
opportunity, bowl them from their feet for a modest financial reward and large quantities of ammunition. 


Make your way to the waypoint at the tavern and interact with Adewalé to begin. You must 
now head to positions marked with the @Of icon to free pirates from their Redcoat captors. 
We highlight the four optimal destinations in the accompanying map portion. 


The location southeast of the tavern has pirates held at gunpoint in front of a church. This 
is temporarily a Restricted Area, with soldiers stationed on all obvious approaches. For an 
easy solution, approach from the tavern and climb the rear of the church; from the southeast 
edge, you can perform a double air assassination on the two armed guards. After freeing 
the pirates, you may wish to antagonize and fight the groups of Redcoats standing watch to 
complete (or work towards) the “Disarm and kill three guards” Optional Objective. 


The location directly to the north of the tavern features a pirate fighting with three soldiers. 
Simply eliminate the latter to gain two crew members. 


if you wish to complete the Optional Objective to disarm and kill three soldiers, you 
should scour the streets for Redcoats to brutalize and satisty the secondary task before you 
continue. This location, a short jog to the southeast of the previous fight, is another battle 
where three soldiers are fighting a solitary pirate. Once again, this offers two crew members 
if completed successfully. 


Head to the west to reach the next recruitment opportunity, Here, a solitary soldier can be 
found standing over his pirate captives. Approach from the west side of the building, behind 
his position, and you can perform an easy ledge assassination to avoid unwanted casualties. If 
you have yet to reach the required total, return to any one of the previous sites to enlist additional 
able bodies in the same manner as before. 


With the completion of the quota, all other pirate markers are replaced by a single destination: 
a pirate due to be hanged just outside the fortress in the northeast area of the city. This 
challenge (and its related Optional Objective) is much easier to complete if you skirt around 
and approach from the northwest. From here, you can shoot the rope to prevent the hanging, 
then fight the guards as they rush to your position. This includes a Captain, but a Smoke Bomb 
(or, if you picked up the Pistol Holster {ll upgrade suggested earlier, three quick pistol shots in 
rapid succession) will enable you to defeat him without too much difficulty. After freeing the 
pirate make your way to the waypoint at the tavern to end the Memory. 
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MEMORY 03 ‘ “PRIZES AND PLUNDER’ 


Optional Objectives 
« Use a swivel gun to kill three sailors. 


w Plunder 20 rum. 


Notes & Further Reading 
Memories 03 and 04 occur in immediate succession. 


% /f you would like to accumulate a tidy sum of rea/es and exploit a minor loophole, 
we suggest that you embark on something of a rampage before you complete 
the journey to Salt Key Bank. As the concept of the Wanted Level (and the 
Hunter ships that enforce it — see page 240) is not activated until late in the 
next mission, there is currently no consequence for acts of piracy. If you board 
as many weak schooners as you can find (though avoid gunboats: they carry 
no cargo), you can bankroll a big round of Jackdaw upgrades at the end of 
Memory 04. Power gamers prepared to accumulate the maximum 500 units of 
both sugar and rum could potentially sell these for a five-figure sum... though 
it’s probably enough to just spend 10 or 15 minutes at this activity to 
fund inexpensive but useful upgrades after Memory 04. Moreover, if you can 
accumulate at least 30 sugar, you can complete the Optional Objective for 
Memory 04 before you even start it. 


Travel to the beach where Ed Thatch and Ben Hornigold await and interact to begin the first 
of two connected Memories. Sail south of Nassau, then hold the Collectibles Button (look 
around with G}; adjust zoom with @; set a marker on the vessel with @) to identify a 
suitable schooner: there are plenty in the area. If you take the time to find one carryitig rum, 
and ideally in a quantity of 20, choose that one: this will cut the time required to complete 
the Optional Objective. 


This tutorial mission is actually a very gentle introduction to naval combat. Once you have 
settled on a target, follow the onscreen instructions and suggestions to weaken the schooner. 


When you are prompted to initiate boarding, try to do so at the very edge of the highlighted 
area: this will give you more time to use the swivel gun to shoot enemy soldiers. After 
Kenway automatically relinquishes control of the Jackdaw, move to the gun position just to 
the left or right of the ship's wheel, as appropriate. You can then hold @ to take control of 
the weapon; aim with @@, and fire with the High Profile Button. While you may note that 
the target turns red when a direct hit on a member of the enemy crew is possible, you will 
find that the “sptash damage” of each blast removes the need for pixel-perfect precision. 


You need to attack and plunder at least one more ship to reach the specified cargo total. Once 
again, reduce the target vessel’s health bar until only the red portion remains, then move in and 
hold @® to board when the prompt appears. If other vessels are involved in the battle, initiating 
the boarding sequence will cause them to cease their attack. Schooners are rarely difficult to 
conquer: indeed, keen marksmen will note that causing five deaths with manual swivel gun 
shots during the boarding approach will negate the need for a fight on the decks. If boarding 
does take place, swing or jump over fo the enemy vessel and kill the specified number of 
enemy crew to continue. 


If you do not yet have the required swivel gun kills or rum cargo to meet the Optional 
Objectives, you may wish to continue hunting for a time (or embark ona profitable grind for 
cargo — see “Notes & Further Reading’). You can then sail to the waypoint at Salt Key Bank, 
Approach the docking circle, enter, slow down and hold @ to bring the Jackdaw to a halt 
and release the wheel. Visit the harbormaster and purchase the Intermediate Hull upgrade as 
directed, then leave the menus to proceed straight to “Raise The Black Flag”. 


Optional Objectives 
™ Plunder a Hunter ship. 


Plunder 30 sugar. 


Notes & Further Reading 
® Salt Key Bank: see page 138 for information on this island. 
™ See page 239 for detailed advice on how to engage enemy brigs. 


% This mission introduces (and formally unlocks) the Wanted Level concept, the 
Hunter ships that punish transgressions, and the two methods that you can use to 
reset the Jackdaw's “notoriety” back to zero. See page 240 for further information. 


‘we When the Jackdaw has a Wanted Level of one or above, Hunters can arrive any 
time after an eight-and-a-half-minute “cooldown” period. If you choose to 
complete the Optional Objective to board the one that arrives in this Memory, 
you can profit by plundering another couple of brigs before you sail back to 
Salt Key Bank: the Wanted Level is reset to zero in a mandatory step when the 
mission ends. Metal, cloth and wood are priority cargos here, 


% Once you complete this Memory, you gain the ability to upgrade the Jackdaw 
and shop with harbormasters, where you can order new ship features and sell 
cargo not needed for other purposes. See page 236 for a complete overview of 
which upgrades are essential at this stage in the story. 


While the schooners that populated the ocean for the previous Memory were little more 
than cannon fodder, you now also encounter more dangerous brigs during this instructive 
mission. !f you didn’t follow our advice fo gather 30 units of sugar from schooners during 
the previous Memory, you may wish to make this your priority before you begin the hunt 
for metal. 


Use the spyglass to identify a brig carrying a large quantity of metal. Try to pick a vessel sailing 
alone, with no other ships of the same nationality nearby: engaging groups is a complication 
that you should probably avoid for now. In addition to standard broadside attacks, enemy brigs 
will sail hard towards the Jackdaw to cause massive damage with the ram extension at the front 
of their hulls. To avoid this, steer away from their advance, rotate the camera to face the aft 
section of the Jackdaw, then drop fire barrels to either deter their advance (medium distance) 
or punish it severely (close range). As before, cease your bombardment and move in close to 
board the enemy vessel once its health bar falls into the red zone. 


Unlike schooners, it's a little harder to eliminate the specified total of 10 crew members 
with the swivel gun before boarding actually begins, so you'll usually need to engage the 
opposing crew in close combat. in addition to generic soldiers, you will encounter Scouts, 
Brutes and even occasional Captains on brigs. As a rule of thumb, try to identity a Captain 
in advance (he’s usually close to the wheel) and then exercise a little pragmatism: board 
the opposite end of the vessel, and fight his weaker subordinates to meet the kill quota, 


You now need to find a second ship carrying metal to meet the required total. Once you have 
acquired the cargo, a Hunter vessel will arrive in the area to engage the Jackdaw. If you would like 


to complete the second Optional Objective, you must disable and board this powerful brig before | 


you return to Salt Key Bank. The process is the same as with standard vessels of this class, but 
rather more fraught and protracted due to their superior hull strength and power of their weapons. 
if straight combat seems too difficult, try playing a game of cat-and-mouse around an island that 
offers cover, as pictured here: this can be surprisingly effective with practice. 


| When you arrive back at Salt Key Bank, approach the Local Officer at the waypoint marker. 
| Press @® to bribe him, immediately removing the bounty on the Jackdaw, Return to the 
Captain's Cabin to purchase the Small Broadside Cannons upgrade, then exit to complete 
the Memory. 


MEMORY 05 
! M wan Oar 


Optional Objectives Notes & Further Reading 


% Sabotage two alarm 
bells. 


% Stay out of combat. 


\ SUGARCANE AND 


| w For more information on Andreas Island and Cat Island, see page 145 and page 147 respectively. 


| & This Memory introduces a major new feature: warehouses, which can be raided to obtain cargo and reales (see page 208). 


| w You will also encounter naval Restricted Areas for the first time, When you enter these (either in story-related areas, or the environs surrounding 
Naval Forts — see page 193) the Jackdaw may be attacked if you' move into the field of vision of an enemy ship. This is marked by a yellow 
highlight on the mini-map. The detection meters that appear work in the same way as those that you see on land. When fully red, the vessel in 
question (and all allied ships in the immediate vicinity) will move to assault the Jackdaw until you escape or destroy them. 


Set sail for the waypoint on Andreas Island, then drop anchor and swim to shore to meet with 


James Kidd on the beach to the north. After a short walk with Kidd, scale the rock outcrop at | 
the center of the island’ From here, identify the agent with Eagle Vision, then jump into the | 


nearby trees to hear his conversation. 


The agent's ship moves a little faster than the Jackdaw at half sail, but slower than its full sail 
speed. Alternate between these two settings, using brief periods of full stop where required, to 
maintain a distance of between 250 to 300 meters. Once you reach the Restricted Area, you 
can remain undetected by trailing in the wake of the agent’s vessel at this approximate range. 
Note that the “Stay out of combat” Optional Objective applies exclusively to this stretch of the 
tail. Watch your mini-map to see fields of vision (yellow highlights), and be careful to steer 
to avoid these. With most of the early ships, you can simply power through the edge of the 


cones that represent their forward field of vision before their detection meters fill completely, | 


When the eavesdrop begins, start by following the route shown here, delaying your 
transitions between Stalking Zones to coincide with moments when the agent (and any other 
potential hostiles) are facing away. As long as you remain within the eavesdrop boundaries, 
it's not as complicated as it might initially seem. 


When the agent walks to the south, watch him from the trees at first, then hop down into the 
Stalking Zone. When he turns to the east, towards the dock, transfer into a Blend with the 
civilians further south. There is actually no need to enter the Restricted Area: you can take a 
few steps down towards the water to keep the agent in detection range when he approaches 
his ship. When you are prompted to return to the Jackdaw, sprint to the rowboat to the south 
for a neat-immediate transition to reach the wheel before the timer expires. 


The final section of the journey, outside the naval Restricted Area, is entirely uneventful. 
When you approach a highlighted area, follow the prompt to hold @ to dock. You then have 
50 seconds to reach the Stalking Zone at the waypoint marker. As long as you follow the path 
shown here, sticking to the beach for the majority of the sprint, no one will react to Kenway's 
presence. At the end, there is a short sequence of Stalking Zones that enable you to safely 
reach the waypoint marker close to your target. 


After the agent stops to remonstrate with a guard manning the alarm bell, wait for him to 
resume walking, then move between the Stalking Zones to reach a wall. You can hop over 
this to reach another Stalking Zone on the opposite side. 


The agent will now call for the warehouse key holder. At this point, the restriction on detection 
is lifted: you only technically need to acquire the key and reach the warehouse door while 


not in active combat to complete the Memory. However, even if you are ambivalent about | 


completing the two Optional Objectives, stealth still makes sense here: there are a lot of 
guards in the vicinity. As soon as the agent walks to the north, attract the guard pictured 
above with a whistle and eliminate him. 


Move to the next Stalking Zone and watch to the southeast with Eagle Vision active. The key 
holder and another guard walk a long patrol around the area, but this will soon bring them 
close to your position. When they reach the spot marked on the accompanying screenshot, 
they will pause, facing away from Kenway. When this happens, step out of concealment and 
kil! them both with a double assassination. Their bodies will lie just out of detection range 
of other guards, You can, technically, pickpocket the key holder instead, then slip back into 
| cover before the men turn to resume their walk. 


lf you do not wish to complete the Optional Objectives, you can take a short stroll to the nearby 
warehouse door (now marked by the fer icon on the mini-map) and press @> to end the 
Memory. Those who aspire to a 100% Synchronization rating have a little more work to do. 
Move into the Stalking Zone to the southeast and wait for a patrolling guard to arrive, then 
entice him to your position for a quiet kill. 


With the previous potentially troublesome witness dealt with, retrace your steps to arrive 
back at the alarm bell that you passed earlier. 


Lure the patrolling soldier to his doom, then observe the watchtower carefully. When the 
Gunner turns away, quickly emerge from cover, vault over the fence and press @ to disable | 


the alarm, then swiftly return into cover before Kenway is noticed. Run to the 
warehouse until you reach the north side of the building. 


back of the | 


From here, hide in the nearby pile of leaves. When the agent you tailed earlier approaches 
your position, assassinate him. You can then move up and kill the stationary soldier from 


| the Stalking Zone next to his position. When the patrolling guard faces away, quickly disarm 


| the alarm bell. You can now interact with the nearby warehouse door to bring the mission 


toa close — and with a 400R. bonus for doing so without being discovered. You will find a 
rowboat to the northwest that you can use to quickly return to the Jackdaw. 


= 
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MEMONTOG \ TROPERDEEENSES. 


Optional Objectives Notes & Further Reading 


‘* Use one broadside to sink two 
boats. 


= Use heavy shot to sink two 
ships. 


® You must purchase the Standard Heavy Shot Strength upgrade (and, if necessary, buy ammunition) before you begin this Memory to 
complete a related Optional Objective. It's 900R. to buy from the Captain's Cabin of the Jackdaw or a harbormaster. If you're seriously 
short on funds, this can be raised by opening a handful of Treasure Chests at Salt Lagoon before you set sail after meeting with Thatch and 
Kidd. See page 153 for more information on this island's resources (and more besides). 


® See page 231 for a guide on how to use Heavy Shot in combat. 


® You can find deer on Salt Lagoon. If you hunt and skin two before you depart, you can continue your journey with Health Upgrade Il. 


Leave Cat Island and head for the marker at Salt Lagoon, where Ed Thatch and James Kidd 


await Kenway’s arrival. After the introduction, return to the Jackdaw and sail to the northeast to 
begin the search for the El Arca Del Maestro. The vessel can usually be found near the position 
marked on the accompanying screenshot; use the spyglass to identify it from a safe distance. 


After the galleon opens fire on the vessels, you participate in a crash-course in dodging 
mortar fire. There's no benefit in moving too close to the mighty vessel, so focus on evading 
its long-distance barrages. The best technique is to bank in one direction until the target 
markers appear, then quickly swerve when they do: from the right to the left, for example. 


Follow the El Arca Del Maestro at a range of approximately 450-500 meters, which 
is perhaps dangerously close to losing the target at the outer edge, but makes for an 
unremarkable pursuit. You'll need to swerve quite hard to avoid incoming ships and sharp 


| turns by the galleon, but it’s otherwise a relatively easy tail. After you pass a small island to 
| the left, there’s a checkpoint just before a small group of vessels move to engage your target. 


After a predefined delay, eight gunboats move in to engage the Jackdaw. The start of the battle 
is the perfect time to complete the two Optional Objectives. Using heavy shot, align the Jackdaw 
with two targets at reasonably close range and, without holding the Manual Aim Button, open fire 
to sink two vessels simultaneously with a broadside. If you don't succeed during the initial charge, 
you can alternatively weaken ships individually, then deliver the coup de grace after maneuvering 
until you have two in alignment. If you wish to complete this Optional Objective, but have yet to 


{ do so after four or five ships have been sunk, you may wish to pause and return to the previous 
+ checkpoint to try again. 


MEMORY 07 \ ‘A SINGLE MADMAN" 


Optional Objectives 
® Stay out of combat. 


Air assassinate du Casse. 


Notes & Further Reading 


™ You'll have plenty of time to explore the island of Great Inagua later, but we 
highlight a handful of collectibles that can be picked up now to save extensive 
backtracking in future. 


™ The White Jaguar, a ferocious predator, may be encountered in the jungle at the 
center of the island if you wander from our suggested path. An attack leads to a 
QTE-style battle, where you have to quickly react to onscreen button prompts: 
be ready to respond to these if cupidity leads you astray. 


% For a full guide to the island of Great Inagua (including collectibles), see page 
148. Players with an aversion to minor story spoilers may wish to wait until 
they complete this mission before referring to that section of the guide. 


After you scale the wooden scaffold, you can make a short optional detour to collect an Animus 
Fragment. When you reach the suspended portion of the rope bridge, run straight ahead: it will 
collapse, with Kenway grasping a lower rung, Climb up. 


The alternative route here necessitates two bouts of climbing, but offers a Treasure Chest as 
recompense. Climb the wooden beams. 


Continue your vertical ascent until you reach the top of the cliff, then — after taking a moment 
to enjoy the view — make your way to the path leading to the island interior. The jungle features 
several groups of Spanish soldiers, so we'll document the best way to avoid them without open 
conflict, You can, if you wish, opt to fight or run through instead. 


This first sentry walks a lonely patrol that brings him into contact with two small Stalking 
Zones: easy prey for a silent assassination when his back is turned. When you reach the end 
of this path, the jungle briefly becomes a warren of interlinked paths. It’s easy to lose your 
bearings, so we'll cover the most direct and least complicated route. You can return here 
later to explore and pick up collectibles once du Casse’s men have left the area. 


It’s important to move purposefully here, as the two guards in the distance are momentarily | From the V-shaped section of the tree, quickly jump and swing to the solid branch directly 
distracted when you arrive. Free run up the horizontal bough to reach the V-shaped section | ahead, then climb up. Jump and swing to the next V-shaped tree section, then run down the 
in the tree. log just beyond it and follow the path to the north. 


As you reach the bottom of the sloped path, be careful as you approach the base of the Follow the path that curves back to the north past a broken wall. You wil! encounter a soldier on the 
ruined pillar: there is a soidier patrolling off to the left. Wait until he climbs the bank and | way, but he is facing away from Kenway: silence him with the Hidden Blades. 
turns away, then sneak up behind him for an easy assassination, 


When the path curves to the west, there is one further soldier to slay; once again, stay out of | The jump {ooks a little long, but it's within Kenway's reach. Take a moment to admire nature in 
Sight until he turns away from you, then move in quickly to assassinate him. The remaining | all its splendor (and loot the nearby Treasure Chest, if the fancy takes you), then head over the 
section of this (now strictly linear) course is free of further dangers, so continue until you | log bridge to the waypoint. 

reach a cliff. 


Though you can see the next waypoint in the distance, you'll need to return to the jungle to { Walk through the stone arch and enter the Stalking Zone on the left. Take a moment to clearly 

reach it. Continue along the path as pictured here until you reach a natural stone arch, with | identify the path to the right, then sprint along without hesitation. One of the stationary 

soldiers clearly visible on the opposite side, | soldiers may catch a brief sight of Kenway, but you can easily be out of range before he 
can react. 


You will find a Treasure Chest en route to the next area. Once you have opened it, climb up | When you reach the area with the huts, and a Gunner on the walkway above, quickly transition 
the slope to your left. between Stalking Zones to move behind the hut to the north, right in front of you. You can then 
- transfer to the Stalking Zone in the pool of water for the next stage. 


There are two further soldiers in this area, but you can easily bypass them by circling round { Run along the linear path until you arrive at the opening pictured above. The small village 

the back of the final hut. One of them may espy Kenway for a second as you make the initial | is occupied by du Casse’s men, so you'll need to thin their numbers with a few choice 

transition between Stalking Zones, but this isn’t a problem. From behind the hut, continue | assassinations to reach the Templar without anyone raising the alarm. Watch the movements of 

along the path. the soldiers directly ahead, then move into the far edge of the Stalking Zone close to the building 
onthe right. Whistle to attract the stationary guard, then kill him. You can then hide in the outhouse 
and whistle again to attract a patrolling soldier as he passes in front of the door. 


You can now transfer from the outhouse to this Stalking Zone, where you can dispatch the next | Watch to the north: there is a soldier close to the beach (and, more importantly, the Powder 

patrolling soldier. Once he has been dealt with, continue to the edge of the final building on | Reserve), whose patrol leads him past a collection of Stalking Zones. Sneak into one of 

the right. | these and assassinate him as he passes. By setting off the Powder Reserve, you can cause 
| du Casse and his men to be positioned in very specific locations on the deck of their ship 
| when you arrive, which makes the final assassination rather easier. 


Watch the soldier on the beach. When he turns to the east, you can quickly dash to the | Swim to the far side of the ship and climb the ladder: there is one troublesome sentry to eliminate 
Powder Reserve and, being careful not to disturb the nearby guard, hold @ to set a fuse. | before you can successfully complete the Optional Objective related to the assassination of du 
Quickly sprint for the beach and dive into the sea, directing Kenway towards the right-hand | Casse. Ensure that no one is watching (study the mini-map carefully to find your cue), then 
side of du Casse’s ship. i perform a ledge assassination. You can now traverse, out of sight, to the rear of the ship. 


When the patrolling soldiers are both facing away, follow the route shown above to reach a 
position above du Casse, who will be stationed here permanently after the explosion of the Powder 
Reserve. If you neglected that step, you will find that he makes a slow patrol of the entire deck. 


Though you now have the means, and doubtlessly the will, to explore the Caribbean, 
it makes much more sense to complete the next four Memories (leading to the start 
of Sequence 05) before you begin to focus on optional activities. By doing so you will 
unlock new features, including a vita! new piece of equipment that improves Kenway’s 
ability to infiltrate heavily guarded areas. 


if you wish to embark on piratical endeavors close to known destinations such as 
Nassau, however, feel free to do so once you complete the first Memory of Sequence 
04. Reales acquired at this stage in the story can be used to upgrade the Jackdaw 
beyond the natural difficulty curve, which can make a real difference. See page 236 
for more information. 


Pes cm 


Last, but by no means least, be careful in your positioning of Kenway before you commit to 
the assassination: ensure that du Casse is highlighted for the aerial assault, and not the nearby 


| soldiers. If you prevented the Templar from patrolling by destroying the Powder Reserve, the 


position illustrated here is just about perfect. 


Once again, this intermission in the Abstergo Entertainment office is entirely 
straightforward, .. at least until you leave the CCO's office. Follow the directions from 
John from {7 and your communicator to reach a workstation, then interact with it. This 
initiates a hacking minigame, where you must move the data to reach one of the two 
green lines on the sphere, which are “infinite loops”: lines where it is impossible to 
change direction once movement begins. At that point, you only need to move along 
the axis of the green line to complete the puzzle. 


Press @ to read the in-game tutorial at any time, The controls are simple: use @® 
to move the data and &} to rotate the sphere. You can also press @ to leave the 
workstation. This resets the puzzle to its original state. Each one of these challenges can 
be completed in a variety of ways, but this first instance can be solved with the following 
solution from the start: down, right, up, left, down, and then either left or right to finish. 


The ability to access workstations and private (even restricted) files opens up a new 
dimension to each visit to Abstergo Entertainment. Though you can only access open 
areas and those with Security Level 1 at present, your access to the office will expand 
later in the story. if you would like to begin hacking available workstations immediately — 
and collecting the mysterious “sticky notes” left around the office — turn to page 221 
of the Side Quests chapter for a spoiler-free guide. 


After visiting the courier in the !obby, you may wish to check your communicator for new 
information before you return to your workstation. There are several new messages to read. 


Assuming the captaincy of the El Dorado, now dubbed the 
Jackdaw, Kenway names Adewalé his quartermaster and sails 

for Nassau, a pirate haven. After expanding its crew and taking 
his first “prizes” as captain under the tutelage of his associates 
Benjamin Hornigold and Ed Thatch, Kenway meets with James Kidd, 
who suggests that he raid a sugar plantation to turn a quick profit. 


Ed Thatch — not yet the Blackbeard of legend, perhaps, but still an 
imposing figure in the burgeoning community — proposes that the pirates 
steal a powerful Spanish galleon to improve Nassau’s ability to defend 
against incursions by crown forces. When Kenway recognizes Julien du 
Casse on board, however, he resolves to murder the Templar before he can 
be identified. After crossing the island of Great Inagua by foot, eluding Spanish 
patrols, he strikes his quarry down on the deck of the galfeon anchored in the 
cove. The other pirates are then free to launch the assault... and the story resumes 
with Kenway taking a siesta in its aftermath. 


MEMORY 01 \ ‘THIS OLD COVE” 


ete: sec « 


Notes & Further Reading 
% This short Memory has no Optional Objectives. 


% There are three major feature unlocks once this mission ends. The most obvious of these is the acquisition of Kenway’s Great Inagua hideout: see page 148 for more information 
on the island. While you have the option to upgrade the facilities in the cove village immediately, we strongly advise you to save your rea/es for Jackdaw upgrades, and leave 
Great Inagua until much later in the story. 


You can also now take part in Templar Hunts: four major side quest chains that consist of multiple missions. Complete each self-contained story, and you gain a key for the door 
inside Kenway's new abode; finish them all, and you can acquire the Templar Armor. See page 184. 


™ You can also begin collecting Mayan Stones by completing Mayan Stela puzzles, though their purpose isn’t revealed until thé end of the Sequence. We document the locations 
of these in the Charts & Collectibles section of the Side Quests chapter. 


| 
| 
Follow James Kidd into the jungle: the entrance is at the south end of the main path that leads Use Eagle Vision to identify the Stela, then climb on top of it and tap @ to activate a puzzle. 


through the center of the village. Once you catch up with the pirate, follow him through the gap | The solution is shown above. You can then claim your prize from the waypoint marker. 


in the rock face to arrive at a curious arrangement of pillars; approach him to trigger a cutscene. 


Once again, keep up with James Kidd as he runs along a path to the north, through a cave. | To conclude this short Memory, reconvene with Kidd at the docks. When you leave the mansion, 
Enter via the opening shown here, and up two flights of stairs to trigger another cutscene. it's a good idea to Synchronize with the Viewpoint to the north of the building on your way to the 
| beach: this reveals the map for the entire cove and the jungle to the south. 


Optional Objectives 


Notes & Further Reading 


% Open four Treasure 
Chests. 


%® Knock out three 


Assassins. highly lucrative metagame. 


When you are ready to begin, climb on board the Jackdaw and head out to sea. After the | 
conversation with Adewalé, enter the Captain's Cabin and interact with the map. This feature | 
requires an active internet connection, and relevant online service subscriptions or sign-ups 
for console formats. If you are not connected, there’s nothing to do here for now; if you are, 
you are given an introduction to the Kenway’s Fleet metagame. 


® Starting this Memory begins an unbroken sequence of three missions where you cannot free roam or attend to other activities. However, as 
completing them also enables you to unlock an important new weapon, it’s worth your while to do so. 


™ After you sail from Great Inagua, you gain the ability to capture ships and send them to Kenway’s Fleet. See page 218 for further details on this 


When you are ready to continue with the story, you have a long journey to Tulum on the far 
west side of the Caribbean map. You might like to take this opportunity to sail there, paying 
Naval Forts a wide berth and discovering a few new locations during the trip. If you would 
prefer a more direct route, Fast Travel to Cape Bonavista (north of the & icon), then slip past 
the Naval Fort at Conttoyor to reach your destination. On arrival at the waypoint at Tulum, sail 
towards the beach to formally begin the Memory. After looting the nearby Treasure Chest 
to begin working on the main Optional Objective, climb the wall and carefully enter the 
Stalking Zone to the west. 


Killing an Assassin will lead to automatic Desynchronization, so ensure that Kenway's fists Though it's relatively easy to negotiate the patrols on the beach (with a little selective 


are selected as your active weapon at all times. Wait until one of the two moves away, then 
attract the stationary Assassin with a whistle and then disable them; you can then do the 
same with the remaining man. Climb the ship's mast and Synchronize at the Viewpoint 
position. 


| 
| 


cracking of skulls), it's much faster to simply swim past. Perform a Leap of Faith into the 
water below (collecting an Animus Fragment during the dive), then swim on the route shown 
here, The Assassins shouldn't notice Kenway, but you can hold @ to submerge beneath 
the surface if they do. 


Swim behind the rocks and watch the guard while submerged or behind a rock. The Assassin 
here walks a short patrol, When his back is turned, emerge from the water and incapacitate him 
from behind, You can find a second Treasure Chest for the Optional Objective to your left before 
you walk through the natural rock arch. 


1 
| 


Enter the Stalking Zone on the slope. There are two Assassins patrolling in this area. You 
can safely whistle from the final Stalking Zone and incapacitate the individual closest to the 
waypoint if you wish, though it's probably easier to just sprint by when he faces away. Follow 
the linear path until you reach another marker, then immediately move into the Stalking Zone 
to your left on arrival 


Quickly check to ensure that the Assassin on the slope is facing away, then use the broken | Move purposefully to the Stalking Zone back on solid ground. Don’t worry about suspicion 
pillar to reach the free run course through the trees. Head north, without pause, until you reach from other Assassins in the area: you can be out of sight before they can identify Kenway. 
the V-shaped section, | 


Watch the two Assassins ahead of your position. When they turn to walk away, sprint for } When the path leads to this open area, follow the run of Stalking Zones and watch the guards 
the next Stalking Zone, staying to the left to avoid attracting attention. You can now easily | directly ahead. When the patrolling Assassin walks to her two comrades, quickly sprint around 
neutralize both guards from this position, then stroll to the next waypoint. the corner and climb the wall, 


There are three Assassins to incapacitate in this area. When one of the two in front of you sets off on a patrol (route marked here), quickly move up and knock ot . 
the closest Assassin. Lure the patrolling guard into the Stalking Zone with a whistle when he returns, then press forward into the next a innate — 4 
the third when she faces away. You will find another Treasure Chest for the Optional Objective just-off to Kenway’s left before you press forward, For th f- . 


this mission, note that using Eagle Vision can make the process of spotting and keeping track of yout targets much easie = 
saw 


_. 


- a 


® locate James Kidd 


Sneak ifito the Stalking Zone by the edge, knock out the Assassin sentry, then watch the two | incapacitating these two guards is slightly more technical than before. Hang back in the more 
patrols marked on the accompanying screenshot. When both Assassins face away at the same | distant reaches of the Stalking Zone until the patrolling Assassin has taken several steps away 


time, free run via the marked course and sprint into the Stalking Zone, 


The next step requires precision timing. From the Stalking Zone, watch the Assassin 


marksman to the east, right next to the waypoint. When she turns to walk to the furthest 


section of her short patrol route, immediately follow the free run course shown here. You can 
optionally incapacitate the Gunner after you land, but you don't actually need to do so - there 
is a checkpoint at this precise position. 


You can now either run straight to James Kidd and press € to move to the next Memory, or take 
a detour to the west to complete the remaining Optional Objective. 


| before you whistle to lure the stationary guard to your position, and be quick to strike; if you 
| whistle too close, or too soon, you may attract both Assassins. If the first strike passes without 
| incident, you can then whistle again to entice the second target over. 

\ 


Sprint past the broken pillar, duck beneath the broken branch and run up the slope to avoid 
detection by the three Assassins. 


The final Treasure Chest can be found to the right of the ruins. There is also a Mayan Stela 
puzzle that you can solve here before you backtrack to Kidd's position. 


MEMORY 03 \\ “THE SAGE’S BURIED SECRET” 


Notes & Further Reading 


™ Although the transition is seamless, this Memory begins as soon as Kenway and James Kidd enter the temple. 


™ There are no Optional Objectives for this Memory, 


Accompany Kidd into the temple, following the Assassin's lead until he and Kenway are briefly | Once again, follow the route taken by Kidd. After the jump into the water, note the appearance 

separated by a gap that is too wide to leap. You can then follow the path illustrated here to reach of a new icon on the mini-map: this is an air pocket. Hold @ to submerge beneath the 

the waypoint, opening the way forward. surface of the pool, then control Kenway's motion with (@® and his direction with G. Swim 
to the air pocket icon, where Kidd awaits, then tap @ to surface for a few breaths of stale air. 
You can also hold the High Profile Button to swim faster. Follow Kidd on the second part 
of the swim to reach a huge cavern, where you must lead the climb to a waypoint marker. 
Follow the route shown here to reach it. 


A: EFFIGIES 

B: EFFIGY SLOTS 

C: LIFTS 

D. COUNTERWEIGHTS 
E: GAPSTAN 


There is a puzzle to solve to complete the Memory. As the color-coding immediately suggests, you must move the three effigies into their appropriate slots. To do this, you must utilize the capstan 
at the center to rotate the disc, and the lifts on either side of the circle to raise and lower the effigies, as required. To raise an effigy, you climb onto the nearby counterweight; to lower one, climb 
onto the effigy itself. It's a fun puzzle, and not one that should take too long. If you get stuck or feel too impatient, feel free to just follow the direct solution detailed here: 


® Climb onto the left-hand counterweight to raise the blue effigy. 
™ Turn the capstan anticlockwise once to align the blue slot with the blue effigy above, then climb onto the blue effigy to drop it into position. 


™ Rotate the capstan anticlockwise once again, then climb to the left-hand counterweight to raise the red effigy. 


« After another single anticlockwise rotation of the capstan, climb on the left-hand side and grab the red effigy to make it descend to its rightful position. 


™ Finally, after an anticlockwise rotation, climb up to the right and drop the green effigy to trigger the closing cinematic. 


MEMORY 04 \ "OVERRUN AND OUTNUMBERED" 


Optional Objectives 
Use eight Sleep Darts on guards. 


% Use two Berserk Darts on guards. 


Notes & Further Reading 
% Once again, this Memory begins immediately. 


% You obtain the Blowpipe at the start of this Memory, a versatile and, most 
importantly, si/ent weapon that facilitates interesting tactics whenever stealth is 
necessary or desired: see page 246 for details. 


At the end of the Memory, James Kidd introduces Assassin Contracts — a major 
form of side quest. These can be found in many locations throughout the 
Caribbean, and are covered on page 188 of the Side Quests chapter. Kidd also 
reveals the purpose of the Mayan Stones: they are used to unlock a door in the 
ruins at the heart of the Brotherhood camp. 


% Before you depart Tulum, search the area east of the temple Viewpoint to find 
capuchin monkeys in the trees; Eagle Vision makes this extremely easy. Shoot 
and skin two of these, and you can craft the Berserk Dart II upgrade. 


Follow James Kidd to trigger a cutscene. When this ends, Kenway takes possession 
of the Blowpipe. Follow Kidd's instruction to hit the approaching soldier with a 
Sleep Dart. Hold the Manual Aim Button and use &} to move the target over any point 
of the victim (note how the target is red when you are within range), then press the 
High Profile Button to fire. As with the pistols, you can also tap @ at close range (when a 
target is highlighted) for a snap-shot. 


Note how Kidd kicks the incapacitated guard: this is an important clue. Sleep Darts only 
render the target incapable of action for a short period of time, as indicated by the circular 
meter. They will wake when this time expires, or if roused from their stupor by an ally. To 
knock them out permanently, move close to them and press @ for a decisive kick. Berserk 
Darts take effect after a short delay. The afflicted target will then engage anyone — friend and 
foe alike — in combat until incapacitated, or the timer expires 


Every time you free a group of Assassins (but not pirates) in this Memory, your stocks 
of both dart varieties are automatically replenished. You can also occasionally regain 
Blowpipe ammo by looting the bodies of your enemies, or by searching dead Assassins. 
lf you have taken the time to hunt animals and obtain bones, you can even create them 
via the crafting menu. 


You must now free 14 captives, with one major complication: the soldiers (particularly those 
with rifles trained on their hostages) will atternpt to kill any Assassins or Jackdaw crew members 
if they spot Kenway. Each hostage death will cause the “casualties” meter to deplete: once 
empty, you fail the mission. For this reason, you'll need to avoid open conflict in favor of creative 
Blowpipe use. From your starting position, make a dash for the Gunner stationed on the nearby 
tower, You should be able to reach and assassinate him before he looks your way, though there's 
no shame in firing a Sleep Dart to err on the side of caution as you move within range. 


From your vantage point, you have a commanding view of the situation below. Equip the 
Sleep Darts. Shoot the patrolling soldier first (@)), then the soldier on the far side (®), 
then the marksman with his rifle trained on the captive Assassins (©)), then target the final 
soldier directly below your position (@)). Quickly knock out the drugged soldiers, then 
free the two captives in the open. Don’t neglect to free the lone Assassin in the tower to the 
northwest before you press on. 


Head to the east and stop at the precise position shown in the screenshot: this is just close 
enough to have all four guards in range, but not so close to trigger the patrols of the soldiers to 
the left and right of the Gunner, As before, hit the guard at the rear of the group first, then shoot 


the trio further ahead with soporific darts from left to right in quick succession. You may find that 


the soldier on the right begins to move just before you reach him; in that eventuality, either move 
forward to keep him in range, or sprint behind him for an assassination. Knock out all guards, 
then free the captives. 


if you are curious about the lack of prompts to use Berserk Darts so far, there's a very 
good reason for this: their effects are perhaps a little too chaotic for the purposes of your 
objectives here, However, there is an Optional Objective to use them on two guards. The 
hostage focations directly to the northeast and southwest of your position are the perfect 
| opportunity to meet this requirement. In each instance, hit the lone guard with a Berserk 
Dart, then run in and assassinate him before the intoxicant actually takes effect. Once all 
prisoners have been freed, climb to the Viewpoint and Synchronize. 


Perform a Leap of Faith into the pool below, then watch to the north. When the lone guard walks | From the pirate’s position, run down the bank to reach the next pair of prisoners. From the 
to the east, run and take cover in the hiding spot. You can assassinate him when he returns, | Stalking Zone, you can easily knock out the two closest guards with Sleep Darts; when their 
then free the pirate. | patrolling colleague returns, incapacitate him too before he causes a scene, 


Retrace your steps, back up the wooden ramps, and head to the east. Stay on the left-hand The reason for this detour is important: there are two Gunners on guard towers with a wide 
side of the path, in the Statking Zones, to avoid detection as you approach the two guards. | overview of the area where most of the remaining captives are located. By eliminating them 
They will break off to walk two separate patrols when you approach their position, This is | beforehand, you make the final Steps much, much easier. Equip the Sleep Darts, then drug the 
your opportunity to climb the nearby post to reach the wooden walkway above. | first Gunner. You can then safely run over the rope to the first tower, knock the soldier out, then free 
: the prisoner. Once again, use a Sleep Dart to knock out the Gunner in the next tower, then free run 

over the tree to reach the ropes that lead to him. Once he has been neutralized, the end is in sight. 


From the tower, look to the south. You should have three Sleep Darts remaining. Wait unti! the 
patrolling soldier moves within range, then shoot him and the two Gunners in quick succession. | Eliminate the Captain, then press forward into the first Stalking Zone close to the large tree; use 
if you are low on (or out of) Sleep Darts, you can alternatively make 4 quick sprint fo the hut roof | a whistle to entice the !amp-bearing sentry to his demise. When the patrolling Captain faces 
to the left and perform an air assassination on one of the two Gunners; quickly dispatch the other | away, quickly transfer into the next Stalking Zone in line, then whistle to lure him over for another 
one, then slay their nearby ally. There is fourth soldier further ahead, behind a tree (marked by | stealth kill. 

an X on our screenshot) who you can kill in combat — as long as you don’t use a pistol, a fight | 

won't attract any attention. If you have enjoyed a 100% success rate in saving prisoners so far, a 
cutscene will herald the end of the Memory: skip to step §fj. For those who haven't, or require 
further Blowpipe attacks to complete the Optional Objectives, we will cover optimal strategies for 
freeing the remaining captives. 


Run down the wooden steps to the east and enter the Stalking Zone that surrounds the hut. 


There are four prisoners in this location and you should have two Sleep Darts: use these to The penultimate group of prisoners is a short walk to the north, and features a Captain 

knock out the man on the right first, followed by his ally on the leff. You can then run into | watching the captives with a colleague, while a third guard follows the patrol route marked 

the Stalking Zone to your left to flank and assassinate the remaining soldier as he walks to on the screenshot. Due to the absence of Gunners with weapons poised, you can just 

investigate. If you are short on Sleep Darts, Berserk Darts will suffice, but you'll need to be | eliminate the guards in a straight fight. 

quick to engage and eliminate the Gunners before they shoot any captives. Sea 


If you still haven't satisfied the prisoner quota, this location is the last-chance saloon. Ifyou | Once you reach the required 14 prisoners freed, the Memory ends after two cinematic interludes. 
are out of Sleep Darts, decisive action is your best course of action. Eliminate the patrolling | After the mission summary, James Kidd briefly introduces the new Assassin Contracts side 
Captain from the Stalking Zone, then sprint towards the closest Gunner and perform a } quests (see “Mission Overview’). Interact with Kidd again, and follow him into the ruins. When 
running assassination. If you can reach and engage the second Gunner immediately, he'll | you reach the door, press @ to place the Mayan Stone recovered earlier into the appropriate slot. 
focus his attention on Kenway rather than execute the prisoners. You can optionally drop a | You are then free to return to the Jackdaw when you are ready to proceed, 


Smoke Bomb to bring the fight to a swift conclusion. 


At this point, it's worthwhile to note that you will require a sum of 5,000R to continue with the main storyline at the start of Sequence 06. If you are short of funds, we suggest that 
you undertake optional activities that offer financial rewards (such as Assassin Contracts, warehouse raids, Treasure Maps and piracy) to raise capital during Sequence 05. See the 
Completion Timeline on page 128 for an optimal approach to secondary activities, and our guide to generating wealth on page 252. 


Having appropriated du Casse's Great Inagua compound as his new hideout, 
Kenway travels to distant Tulum. There, he meets with James Kidd and — rather 
unexpectedly —Anh Tabai, a Mentor of the Assassin Brotherhood. Ah Tabai denounces 
Kenway for his earlier support of the Templars, and his complicity in Assassin deaths 

in Havana and other locations exposed by Walpole’s maps. It is perhaps only the 
word of Kidd — now revealed to be an Assassin and aware of Kenway’s capacity for “the 
Sense”, more commonly known as Eagle Vision — that stays the Brotherhood blades at 
this most delicate moment, 


Kenway and Kidd enter an old Mayan temple, as directed by Ah Tabai, where they operate an ancient apparatus to reveal a stone face carved hundreds, perhaps thousands of years 
before. This is the visage of the Sage, recognizable by his features alone, but clearly marked by the rare and distinct heterochromia of his eyes. Kenway then aids the Assassins 
in repelling an attack by slave traders, but Ah Tabai is unmoved by this oblique act of contrition. Though he absolves the pirate of his earlier errors of judgement, he states in no 
uncertain terms that Kenway is not welcome at the Brotherhood base. Kidd, however, suggests that Kenway might help their cause by completing Assassin Contracts — but for a 
price befitting his mercenary prociivities. Leaving Tulum, Kenway continues his search for the Sage: the only man who can lead him to the Observatory. 


MEMORY 01 \ “THE FORTS” 


] 

a 

Optional Objectives | Notes & Further Reading 

™ Use the mortar to damage | ® To complete the related Optional Objective in this Memory, you must purchase the first mortar upgrade, which unlocks the weapon itself. See 
the fort. | — page 230 to learn how to use this weapon. 

™ Use a running © This mission unlocks the Punta Guarico location (see page 164). It is a small Naval Fort that can only be conquered during this main Memory. 
assassination to Kill the 


™ Ifyou have yet to do so, this is definitely an optimal time to clear all Level 1 Naval Forts. If your Jackdaw is bristling with powerful upgrades, 
you will benefit by conquering Level 2 locations as well. See page 193 for more details. 


officer. 


| ™ After you complete the mission, this zone of the map is unfogged, revealing Cumberland Bay (page 165), Tortuga (page 167) and Petite 
'  Caverne (page 197) in the region. You might profit by visiting these locations before you cohtinue to Kingston to begin the next Memory. 


Fast Travel straight to Nassau to view a cinematic that formally begins Sequence | 
“© 05. Once this ends, board the Jackdaw and take the helm. You must now set sail ; & 
for the Punta Guarico Naval Fort to begin the actual mission — though you can cut the | 
journey time by a few minutes if you Fast Travel to Great inagua. Sail carefully through the 
Restricted Area to reach your destination. When the prompt appears, press @ to begin 
the Memory. 


Your strategy in the initial stages of this Memory should be informed by the current state 
of the Jackdaw. If you have a very basic set of upgrades, you may benefit by luring the brig 
just out of range of the Naval Fort’s mortars, then sinking it; you can then board the vessel | 
and use it for repairs, if necessary. With a more powerful Jackdaw, however — especially 
if you have the Reinforced Hull upgrade — it’s better to focus your fire on the highlighted 
areas of the fort itself, ignoring the enemy vessel. Use mortar fire to satisfy the Optional 
Objective, then hit the highlighted areas with broadsides. Don't neglect to fire the swivel 
gun whenever weak points appear: this causes massive damage, especially if you have 
upgraded the weapon. | With the towers destroyed, you are now free to make an assault on the ground. Sail into the 

| highlighted area on the south side of the fort and hold @ to dock, then follow the route 
| shown here to reach the inside of the fortress. If you destroyed the defenses before engaging 
| 


the enemy brig, you may be able to dock before it engages the Jackdaw. If not, you will need 
| to incapacitate it before you can relinquish contro! of the wheel, 


| 
There's no need to get involved with the combat in the courtyard: just follow the route shown | Your target will attempt to run... but towards Kenway. The second Optional Objective 
here to reach an archway. Your target ies just beyond the opening. | requires that you kitl the fort's officer with a running assassination so, without breaking 
| stride, press @ to perform that very feat. Once he has been eliminated, all other hostiles will 
| cease their resistance. Use the lift to quickly reach the upper area, then approach the doors 
marked by the waypoint and press @ to complete the final objective. 


Optional Objectives 
® {Kill four Gunners. 


®@ Kill five guards stunned by Smoke Bombs. 


Notes & Further Reading 


% The most convenient route to Kingston takes you close to the Navassa fort (see 
page 195). If the Jackdaw is up to the task, it makes sense to conquer if to 
remove the Restricted Area that complicates travel through the region. 


« As this is your first visit to Kingston, it may be prudent to explore a little before 
you continue with the story. As ever, Synchronizing at Viewpoints is a good use 
of your time, though you can skip the two sites in the northwest for now: you'll 
visit these locations during a forthcoming Memory. See page 178 to learn 
more about this city. 


™ Stock up on Smoke Bombs before you begin: you'll need these for an Optional 
Objective. Sleep Darts are also highly useful. 


Free run via the route shown here to keep up with your targets as they walk below. Keep your 
eyes directly ahead as you move through the trees: there is a Gunner on the next rooftop. You 
can incapacitate.him with a Sleep Dart if there is a danger of detection during the approach; 
if not, just move behind the sentry and assassinate him to begin the Optional Objective. 


Move to the west side of the same rooftop and watch your targets below. When they move | 
off to the northwest, jump down and move to the next building to the west. Climb the ladder | 


to reach the rooftop. 


Travel to Kingston and speak with Adewalé on the beach to begin the Memory. Mark your 
targets with Eagle Vision, then run to the nearby ramp and climb to the upper branches of 
the tree; from there, you can jump to the rooftop and watch the two targets safely from above. 
Though Kidd continues his pursuit on foot, Kenway is much better served by keeping track 
of Torres and Prins from above. 


Continue to the next rooftop in line via the trees, as shown here. A Gunner will climb the 


ladder to reach the rooftop as Torres and Prins walk beneath. Hide behind the chimney, then 
whistle to attract him for a quiet kill. 


| 


As the targets walk south, free run through the trees to reach the next rooftop. 


| 


Timing your movements carefully to avoid detection, continue south until you reach the | Turn to the west and free run via the route shown here to reach a building further along 
thatched roof. There is a rope on the other side that offers easy access to the next building, the street, 

which you can climb without fear of detection once your targets have passed. The third 
Gunner required for the Optional Objective can be found on the opposite side of this rooftop. 


i 
j 
} 
| 


When Torres and Prins arrive at the garden, an eavesdrop begins. Perform a Leap of Faith | When you arrive on the street, wait until your targets move around the corner, count to five, 
into the hay cart, then slip through the gap in the fence to reach a Stalking Zone. There isa | then run through the open doorway. This will deliver you through the house automatically, 
Captain patrolling to your right here, but he’s usually at the far extent of his route when you | with Kenway jumping to a branch outside 

arrive; a glance to ensure that this is the case is a good idea before you continue. When your 

targets move past the next hay cart, jump into it and assassinate the soldier there; you can | 

then move up and eliminate the Brute from the Stalking Zone. 


Climb the branch and free run to the next rooftop. If you made your move a little too early, | Use the beam to reach the rooftop to the north, then eliminate the fourth and final Gunner to 
you may briefly interrupt the eavesdrop. As long as you reach the roof quickly, this will have {| complete the Optional Objective. When Torres and Prins have passed that position, perform 
no lasting repercussions, | aLeap of Faith into the hay cart. 


Assassinate the guard in front of your hiding spot, then move through the Stalking Zones. | Run straight for the guards and drop a Smoke Bomb to incapacitate them; you can then 
There is one more soldier to eliminate, then you can reach a Stalking Zone where Kidd j| eliminate at least three with simple assassinations before the cloud dissipates. Drop a 
awaits. Take the time to select Smoke Bombs: this will enable you to hit the ground running | second device, then quickly kill additional targets to satisfy the second Optional Objective. 
after ihe cutscene, | 


| After the cutscene that follows the battle, you must chase and tackle Kidd. Though he will 
make his way onto the rooftops when the pursuit turns to follow the path to the east, you 

/ should resolutely remain on the ground. Quickly obtain additional Smoke Bomb kills if 
required. 


Ignore Kidd, and just sprint to the east to reach the intersection pictured here. You can 
| then turn and wait for Kidd to return to ground level, then hold the High Profile Button 
+ and press @ with the Assassin highlighted to perform a tackle, and end the Memory. 


MEMORY 03 \ “UNMANNED” 


’ 

a 

Optional Objectives | Notes & Further Reading 

% Use two Berserk Darts on | ® If you wish to complete the Optional Objectives, you must ensure that you have a sufficient stock of both types of Blowpipe dart before you 
Brutes. | begin. Head to the southeast side of the city to hunt and skin two howler monkeys. Use Eagle Vision to spot them, and Sleep Darts to knock 

a them from their perches (note that pistol fire may attract nearby soldiers). This will enable you to craft the Dart Pouch | upgrade, increasing the 
ceil Dartson | capacity of both dart varieties to 10. This upgrade is an enormous boon in numerous main Memories, so it's definitely worth the diversion. 


‘ {f you are out of Smoke Bombs after “Traveling Salesman”, we would suggest that you acquire at least a few before you start here — or take the 
' time to loot slain foes to replenish your stocks while playing the earlier stages of this Memory. These may prove useful during a later situation. 


Follow the path shown here to reach the top of the windmil! and meet with James Kidd After the cinematic, Synchronizé at the Viewpoint and take a moment to view the 

| — challenge ahead of you before you perform a Leap of Faith back down to the ground. 
Begin your approach via the route shown here; be careful not to draw any attention from 
the highlighted patrols 


Stealth isn’t actually mandatory during this mission, though the sheer weight of numbers ranged against you (and the presence of Gunners in guard towers) means that it's distinctly practical. 
To disable the first bell, you only actually need eliminate three targets, as illustrated in the accompanying screenshot. Once these antagonists have been removed from the equation, wait 
until other patrols are facing away before you step out and press @) to disable the alarm. In the event that you are spotted, quickly return to the Stalking Zone and, if necessary, deal with a 
guard if he should arrive to closer scrutinize the area. When the coast is clear, move into the Stalking Zone close to the tower. (The checkpoint recorded when you disable the first bell is in 
this position, so you can easily reload from the Pause menu if a fight breaks out.) 


o 


Eliminate the nearby Scout, check the road for a patrolling soldier, then sprint over the path 
to reach a Stalking Zone just beyond the fence. If you would like to complete the Optional 
Objectives, turn and face the tower. When the Gunner moves into view, hit him with a Sleep 
Dart. You can then whistle the nearby soldier and kill him. Press forward to the next Stalking 
Zone to begin your assault on the second alarm bell. 


Move through the Stalking Zones to reach a position regularly passed by a patrolling guard. 
Whistle to entice him over, then dispatch him. 


When no one is watching, make a quick sprint fo the Stalking Zone just beyond the fence; 
hold @ as you approach to make Kenway vault it cleanly. You can then assassinate the sentry 
standing right by you, then wait and lure the patrolling Scout into the undergrowth. Target the 
Gunner in the tower to the west, then fire a Sleep Dart to incapacitate him — and complete the 
second Optional Objective. 


Sprint along the log to reach the V-shaped section of the tree. When you arrive, tap @ to 
ascend before Kenway is spotted. You can then free run until you reach the last tree in line, 
then press @p again to reach a lofty branch. This vantage point is perfect for the chaos that 
you're just about to wreak. 


Check that no one is watching, then step out and disable the alarm; you can then make your 
way to a Stalking Zone beside a stream. 


Hit the Brute stationed by the hay cart with a Berserk Dart, and the soldiers in the immediate 
vicinity run in to engage him. From your vantage point, watch the battle unfold. You should 
still have several darts available. Use these to incapacitate guards, starting with those that 
haven't entered the battle. Be sure to keep at least one Berserk Dart in reserve to complete 
the second Optional Objective later. When the battle ends, the area should be clear of 
hostiles. Perform a Leap of Faith into the hay cart, then step out and disable the alarm bell. 
Move into the field of crops to the southwest and, from there, make the short jog to the 
waypoint by the gates. 


After the cutscene, follow Kidd through the gates. You will notice a Brute walking down the | Using the chimneys as cover, move forwards and eliminate the Gunner. You can make a 
steps on the left. Hit him with a Berserk Dart as soon as you have a clear shot to complete the | quick (and entirely optional) detour to the nearby Viewpoint if you wish. 

related Optional Objective, then sprint into the archway beneath the main entrance. Immediately | 

perform a double assassination on the guards inside, then turn right and run until you emerge | 

next to an outer wall covered in vines. Immediately scale the wall to reach the rooftop. | 


Free run through the tree course to the northwest to arrive ina V-shaped section above Prins. | After the visit to the white room and a second cinematic interlude, Kenway must escape the 
Wait until he walks beneath, then perform an air assassination. | area. With an intimidating number of soldiers in pursuif, utilizing free run courses is the best 
(indeed, only) way to make a clean escape without conflict. Start at the upturned cart, then 
free run through the trees. 


na 
| 


Just before you reach the outer wall of the mansion, you need to briefly return to ground | Fromthe hay cart, cross the stream via the log and use the upturned cart to reach the rooftop. 
level. Immediately steer Kenway towards the weathered, curved bough to leap into a tree on | This provides access to another free run course through the trees. There is no time to delay 
the opposite side of the wall. From here, continue through the trees until the free run course | here: those who tarry will find that Gunners will soon gain a clear shot at Kenway. 

comes to an end; dive into the hay cart below. | 


Free run through the trees until you reach a pile of straw for Kenway to leap into. If you find 
that you are inexplicably stuck in the trees, it may be that you need to.ascend to a higher level; 
tap @ to climb. 


The final part of the chase takes place purely on foot. Sprint down the bank, dropping a 
few Smoke Bombs to deter the mob, and approach the right-hand side of the windmill. 
You should then run around the building, which will cause the pursuing soldiers to lose 
sight of Kenway. 


As you finish the U-turn, leap into the cart full of hay to reach safety, and end the Memory. 
In the event that you do not shake all combatants, use your remaining Smoke Bombs to 
end the fight easily. 


You will need to fave at least 5,000 R. to begin the first Memory of Sequence 06, so it 
makes sense to raise it before you set sail for Nassau. You could easily accumulate this 
sum in Kingston by completing Assassin Contracts (see page 188), looting Treasure 
Chests (see page 178) and raiding local warehouses (see page 209). As ever, you can 
always seek plunder at sea. 


No matter which method you choose, players who have taken a relaxed attitude to 
raising capital and upgrading the Jackdaw so far are advised to begin undertaking 
optional activities in earnest at this stage. Story episodes that involve the Jackdaw will 
soon increase in difficulty, so improving Kenway’s ship will enable you to stay level 
(or, better still, ahead) of the difficulty curve. Study the Completion Timeline (see 
page 128) to learn of all activities available to you, and peruse the “Accumulating 
Wealth” section of the Reference & Analysis chapter (see page 252) to gain a better 
understanding of how to make reales with a minimum of effort. 


Kenway and his allies attack a fort where Governor Torres is known to be storing a large quantity of gold, capturing both the prize and the Grandmaster himself However, Torres 
informs Kenway that the money is set aside to pay a Dutch slave trader, Laurens Prins, for custody of the Sage. Despite Adewalé’s strong reservations, and warnings that the crew 


might lose patience with Kenway’s quixotic dream of obtaining a fortune from the Observatory, the pirate allows Torres to go ahead with the intended trade. 


Following the Templar and Prins from a safe distance, he is forced to intervene as James Kidd arrives to assassinate the slave trader — a long-term Assassin target. When Prins 
realizes that they have been followed, both he and the Templar escape. Kenway and Kidd agree to cooperate to assassinate Prins. During the events that untold, Kenway discovers 
that his Assassin friend is actually a woman named Mary (posing as “James” as a necessary subterfuge), and that the Sage —far from being a captive — was actually an employee 
of the Dutch slaver. The Sage raises the alarm after the death‘of Prins, and Kenway is forced {o flee for his life. With the Sage lost once again, Kenway returns to Nassau... 


i 


MEMORY 01 \ 


Optional Objectives Notes & Further Reading 


‘DIVING FOR MEDICINES” 


™ Loot three Treasure Chests. | ® The purchase of the diving bell, locked until this stage in the story, makes it possible to access several unique destinations. See page 197 for 


| 
% Avoid being attacked by a 
shark. 


Return to Nassau to begin this Memory. After the cutscene, walk with Blackbeard and Ben 
Hornigold as a plan is devised and agreed upon. Naturally, responsibility falls on Kenway to 
fund the purchase of the diving bell. Once you acquire the requisite funds and hand over the 
5,000R. fee to a Harbormaster (see the Jackdaw Upgrades section of the menu to find the 
diving betl), you can continue with the main storyline. Return to the Jackdaw and set sail. If you 
have already visited Florida or liberated the Dry Tortuga fort, you can Fast Travel to one of those 


guides to these locations, tips on underwater navigation and features, plus information on the rewards you can obtain. 


™ There is one feature that you will definitely need to know for this Memory: hold @ to interact with the diving bell or an air barrel. This 
will enable you to refill your breath meter whenever it gets dangerously low. Air barrels are single-use objects, so you need to use them 
strategically if you have several objectives to complete in an area (such as picking up collectibles). 


| ww You can find the design plan for the Elite Hull upgrade during this Memory. Though it’s unlikely that you will be able to afford to purchase the 
improvements at this stage (both in terms of reales and cargo), it now becomes a plausible goal to work towards over the coming Sequences. 


ee 
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| There are six Treasure Chests and three Animus Fragments to recover from the vicinity of the 
San Ignacio Wreck. As it makes sense to collect these now (and obtain a valuable design 
plan), we'll cover all nine collectibles here. If you would rather just progress in the storyline, 
| swim straight for the glowing hatch on the ship and resume the walkthrough at step [i]. 
| Otherwise, swim down and open the first Treasure Chest on your way to the hull portion with 
| three jellyfish in front of it. Ignore the air barrel for now. 


destinations to cut the journey time. On arrival, tap @ when prompted to start the Memory; after 


the introduction, make the short sail to the marked shipwreck and hold @® to begin the dive. 


Fragment from the mast above, then swim to the right-hand side of.the hull section to the | beneath a rotting beam. Open it to trigger a cutscene. When this ends, swim through the 
north to find a third Treasure Chest. You can now swim to the glowing hatch. Before you { new tunnel to the west until you reach an air pocket sz. DF where you can swim to the 
enter, press @ in close proximity to the nearby air barrel-to replenish the breath meter. | surface to replenish the breath meter. After this, continue to the west until Kenway is caught 


| 
| 
Taking care to avoid the jellyfish, loot the second Treasure Chest, collect the Animus | Press €® to interact with the hatch, then swim inside and approach the chest trapped 
| 
| 
{ 
| inastrong current. Use (i to dodge hazards during this brief challenge. 


need of oxygen, so swim to the air barrel; an ambient event directly ahead of your position | simply wish to return to the surface and complete the Memory, follow the route shown here 
will foreshadow what the next challenge will be. From the air barrel, swim into the patch | to reach the patch of seaweed closest to Blackbeard’s diving bell. When the nearby shark 
of seaweed. Sharks cannot detect Kenway while he is in these areas, so think of them as | swims to the south of your position, quickly swim towards the diving bell and press @ to 
underwater Statking Zones. If Kenway is attacked by a shark, follow the onscreen button | enter, and again to end the mission when prompted. If, however, you would like to pick up 
prompts to repel it. all collectibles — including the Elite Hull upgrade for the Jackdaw — and 100% synchronize 
this shipwreck before you leave, you have more work to do. Start by swimming into the hull 
| section to the right to collect an Animus Fragment. 


{ 
Swim through the short remaining section of the cave. Kenway should be in fairly immediate | if you watch the sharks carefully, you will note that they move in predictable patterns. If you 
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Finally, collect the remaining Animus Fragment on the right, then return to the seaweed 
| patch, Watch the shark to the left carefully; when it swims away, squeeze through the gap to 
open the last Treasure Chest. This contains the design plan for the Elite Hull upgrade, so it’s 
definitely worth the risk. You can now backtrack to the seaweed leading to the diving bell. 


Take your time in reaching the remaining four collectibles. Should a shark attack you and 
make you fail the Optional Objective, you can simply restart from the last checkpoint. If you 
angle your approach carefully, Kenway can open these two Treasure Chests while concealed 
by seaweed. You may wish to move to the diving bell to replenish the breath meter before 
you continue. 
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Optional Objectives Notes & Further Reading 


Rescue five survivors. 


lete. 
® Kill three guards stunned to complete 


by Smoke Bombs. 
wish to return here and explore afterwards. 


© Replenish your stock of Smoke Bombs before you begin: though required for an Optional Objective, they also make a large battle much easier 
| = Though you won't stop for long, this Memory features the first,story-mandated visit to Mariguana Island. See page 152 for further details if you 


™ This is the first main story Memory where you are likely to encounter frigates: a class of warship more powerful than the schooners and brigs 


| you may have encountered so far. Turn to page 239 to learn more. 


Fast Travel to Salt Lagoon, then approach the ship at the @) marker and press @P to begin. You 
can then set sail for the waypoint, where you will find a huge circular search zone that is, naturally, 
a Restricted Area — and teeming with British ships. The Optional Objective to rescue five survivors | 
can be accomplished both by picking up strays on the sea (by far the easiest method), or by 

sinking hostile ships to create them, Naturally, with the area heavily populated by frigates, one; 
battle tends to lead to another — so you may prefer to explore the periphery of the search zone to 
collect the five men. When you have accomplished this task, or are ready to proceed, move tothe | 


position marked on the accompanying map to locate the Queen Anne's Revenge. 


Immediately set sail for the enemy man o° war, steering to avoid its mortar salvos during the 
approach. Blackbeard’s mighty ship fires broadsides in a staggered sequence of three barrages, 
which makes it incredibly powerful — but be mindful of the fact that you must therefore maintain | 
a Suitable course to keep the enemy ship targeted until the third round of cannonballs have been 
fired. Though a sustained and aggressive assault can work well, taking the time to brace and 
reduce damage from enemy fire is still a very good idea. When the man o’ war has sustained | 
sufficient damage, cease your bombardment and sail in close to trigger a cutscene. 


On arrival at the waypoint on Mariguana Island, steer in close to the Queen Anne's Revenge 
and release the wheel. Dive overboard, swim to the beach and join the fight. As you enter 
the fray, drop Smoke Bombs to set up easy assassination kills and complete the second 
Optional Objective. As a fringe benefit, this also serves to make a chaotic battle much easier 
to dea! with. When the final soldier falls, board Blackbeard's ship and take the wheel. 


After Kenway rides a lift to the upper reaches of the Queen's Anne Revenge at the close of 
the cinematic, free run through the rafters to reach the enemy ship, making sure you take 
down the two Gunners standing on the mast platforms with your pistols or the Blowpipe. 
From there, you can move to a position above the highlighted Captain and perform an air 
assassination to complete the Memory in dramatic fashion. 


MEMORY 03 \ “THE SIEGE OF CHARLES-TOWNE’ 


Optional Objectives | Notes & Further Reading 


% Use three Sleep Darts on | 


crocodiles, - Objectives. 


Skin a crocodile. 


time-consuming. 


% Ensure that you have a stock of Sleep Darts (or the means to craft them) before you begin this Memory: they are required for the Optional 


% Those aspiring to not a single percentile less than 100% Synchronization may wish to visit Nassau to clear it of collectibles and side quests 
before they begin this Memory. Sequence 07 begins with a plot development that will make these activities a little more complicated and 


% The location that you visit during this Memory is exclusive to this section of the story, and features no collectibles. 


The Memory Start position is a short sail to the west of Nassau, so you can Fast Travel there 
(or the nearby Andreas Island) to réduce the journey time. When the mission begins, you | 
must tail a ship through a waterway dotted with guard posts and potential witnesses. You 

shoutd maintain a speed no faster than half-sail throughout this section. Start by taking the 
left-hand channel, then stick to that side of the water to avoid detection. Note the pools of | 
illumination that indicate the approximate extent of enemy vision range; you can also referto | 
the mini-map for a more precise guide on where nof to sail. 


| After staying close to the left-hand bank for a minute or two, you will reach a narrow section 


of water where the Jackdaw will automatically come to a halt. Disembark and follow this 
course to begin the approach to the alarm bell. 


From the balcony, perform a Leap of Faith into the hay cart. Assassinate the stationary guard, | 


then wait for a patrolling soldier to approach your position; whistle to lure him over, then 


strike. There are-stationary guards on the covered section of the walkway, so it’s prudent 
to avoid them entirely. Wait until the second patrolling guard (on the left-hand side of the; 
illustrative screenshot) is out of sight, then make a quick dash to the bell to disable it. | 
Adewalé automatically steers the Jackdaw to your position at this point, and the vessel you 


are tailing resumes its journey. Return to the wheel to continue. 


Climb to the top of the hull, then traverse to the right until you can go no further. You can then | 


drop down (hold @ to make Kenway release his grasp), then run through the hole in the hull. 


The remaining section of the journey on the Jackdaw is entirely linear. When you reach the jetty, 
Kenway will decide to continue tailing the boat on foot. Run into the ruined ship directly ahead. 
However, if you wish to complete the Optional Objective to use Sleep Darts on crocodiles, this 
is the perfect place to do that — you will find three or four swimming in the surrounding water. 
After drugging the required number, skin the crocodile closest to the path to complete the second 
Optional Objective. There is a checkpoint right here, and you actually have a surprising amount of 
time until your primary targets move out of range. 


Safely cross the river via the wooden free run elements, then use the Stalking Zones to stay 
out of sight as you pass the soldiers. 


Run for the crates and climb into the building, then turn left — be careful here, as you'll need | 
to align Kenway with a narrow wooden beam — and free run to the other side, When you 


emerge, use the dilapidated masonry to reach the wall of the tumbledown church. 


From the Stalking Zone, use the crates to reach the upper floor of the building directly | 


ahead, then turn right. : 


om : 


When you enter the eavesdrop circle, the soldiers will start walking. Begin by cautiously 
free running on the beams; stop and wait when they pause to converse. When they move on 
again, swing down to the ground and hide behind the wooden wall to the right before, once 


| 
| 
- 


Swing via the wooden beam to reach a chandelier, then turn right to leap to another chandelier. 
| Tur left and hop to the wooden beam, then jump to the gap in the wall. Continue free running 
| inthe same direction until Kenway lands in a Stalking Zone. There is a checkpoint at this stage. 


You may need to wait here to allow the boat to sail past. When it does so, use the branch on 
the tree to swing down to a Stalking Zone in the graveyard. You can now carefully make your 
way along the water’s edge until you reach a wall. 


Early in the chase, after rounding the first corner, you will reach the free run course shown 
| here. You cannot catch the Captain until a specific stage in the pursuit, so focus on swift, 
| decisive movement to keep up with him, 


again, they stop to talk. Follow them and hide behind the nearby barrels. Shortly afterwards, | 


the alarm is raised, and Kenway must pursue and kill the Captain. 


An explosion clears the path of assailants in this position, leaving Kenway clear to hop over 
the beams. When you approach the gate, use the upturned cart to the left to begin another 
stretch of free running. 


This stretch of the chase seems entirely straightforward at first, but there's a unique feature 
| here: when Kenway slides down the slope towards the crocodiles, press @ to jump over 
them. Angle your approach to the left of the soldiers as you near the opening. 


Se Se ES 


Once you pass the blockade at the gate, the Captain will begin to tire as he runs for his life 
| There are two potential assassination spots here. If you have made good time so far, you 
| should catch him at the first. 

i 


| If the Captain eludes you and enters the warehouse, you have one last opportunity. Climb 
| the boxes to the left, then free run over the beams; you should gain an air assassination 
opportunity before the Captain reaches the final gate. if you fail, don’t feel too annoyed: the 
| checkpoint places you back at the start of the pursuit, and it's always easier after an initial 
practice run. 


Accompany Melanie to the CCO’s floor, then follow John from It’s instructions 
| to reach the security room and hack the camera control panel, The new hacking 
| — minigame requires you to select numbers that, when multiplied, add up to the target 
i number. Use €@ to move between number groups, and @ to select individual 
figures. The broad strategy for this puzzle type is to infer the solution from the target 
' number —see page 221 for a complete presentation of the system. 


The solution here, if speed is of the essence, is 2-5-7. When the surveillance ends, 
use the window cleaning platform, as directed, to reach Olivier's office and hack his 
computer. This introduces the third and final style of hacking minigame, where you 
must use € to “transfer” data from the left side of the screen to the right. Red lines 
represent security programs that will destroy your data, returning it to the left side 
of the screen. You will also notice wavy blue lines. These are safe in this state, but 
will regularly become active security programs (solid red lines). Time your approach 
carefully to take this hazard into account. 


As before, return to the lobby to deliver the data to the courier. You now have Security 
Level 2 clearance, which opens new doors in the lobby area and on the Sample 17 
floor, Explore these and the secrets they might yield if you wish (see page 220). When 
you are ready, return to your Animus to continue Kenway’s story. 


Nassau may be a haven, free from crown interference, but disease is exacting a toll on the inhabitants of this nascent pirate democracy. After consulting with other leading 
pirates, Kenway purchases a diving bell and attempts to retrieve medicine from a Spanish wreck, but finds that the liquid has spoiled during its years beneath the waves. 


Despite an earlier (albeit tenuous) consensus that medicines be acquired without antagonizing the British, Ed Thatch — now embracing his Blackbeard persona — opts to 
take direct and aggressive action. After obtaining directions from Ben Hornigold, Kenway lends assistance to Blackbeard during a battle with a British man o’ war. Later, he 
finds the legendary pirate blockading a settlement on the North American mainland, his ships adorned with hostages. With the local commander refusing to yield, Kenway 
favors stealth where brute force has failed. After sailing the Jackdaw on a perilous inland course.to reach Charles-Towne, he assassinates the stubborn official. He returns 
to Blackbeard with the medicines, and the means to mix further doses. Though the legendary pirate approves, he expresses a desire to travel north — implicitly signaling that 
he wishes to play no further part in Nassau or its troubles. After bidding his friend farewell, Kenway. returns to the island. 
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Optional Objectives 
® Kill three guards while hanging from ledges. 


® Sabotage the alarm bell. 


Notes & Further Reading 


% From this Memory onwards, Nassau is poticed by British soldiers. That said, 
you can make extremely profitable sweeps of the town and its surroundings to 
rescue pirates from Redcoats whenever your crew levels are low. For the rest of 
the story, this will be the most efficient place to embark on recruitment drives. 


™ Acquiring the Advanced Hull upgrade for the Jackdaw in time for the final | 
Memory of this Sequence will make it much less fraught. There are two major | 
naval battles in succession that will severely test any players who have yet to 
improve the Jackdaw’s capabilities. 


© If you have neglected it so far, a prompt: Harpooning is a solid method of 
accumulating both reales and resources required for crafting key upgrades for i 
Kenway. See page 248 for details. | 

} 


Rogers and his companions are positioned at the heart of a mobile Restricted Area, which i 
means that you must stay at least 25m away. Tag all targets with Eagle Vision, even those | 
that arrive from the tavern. When the group leaves, and the Restricted Area begins to pull ! 
away, Carefully skirt the edges of it as you follow the route illustrated here. As the Eagle : 
Vision “tag” effect drops after 35m, you may need to cast eyes on Rogers again to reset the: 


timer as he approaches the path leading to the fort. 


Use the free run course pictured here to begin your infiltration of the fort. 


| This Memory takes place in Nassau, with a start point close to the beach. As soon as the 


opening cinematic ends, activate Eagle Vision to “tag” Woodes Rogers and his entourage on 


the beach. You should then climb the nearby ladder and quietly assassinate a Scout on the 
| rooftop; be sure to release the High Profile Button to avoid kicking him to the street below. 


A single soldier will detach from the main party and enter the alleyway below your position. 


| Wait until he is out of sight of his allies, then perform an air assassination. Take cover behind 


the tree and watch your targets until they move on. 


Approach the steep bank, out of sight of the fort entrance. You can actually satisfy the 
mission objectives by simply standing here, far from danger. if you would like to listen to 
the conversation clearly, however, you can optionally scramble up the slope and hide in the 
Stalking Zone. When your next objective is given, head to the north. 


Follow the climbing route shown here, then carefully traverse to the right to hang beneath the 
middle window. When the Gunner approaches, perform a ledge assassination to complete 
i the first of three required for the first Optional Objective. 


x 


Traverse to the wooden beam, then climb to the top of the wall above. There are two | 
Gunners here who walk on short regimented patro! routes. Eliminate them both with ledge 
assassinations to complete the related Optional Objective, then climb up. If you have yet to 
then assassinate him when he moves within range. 


do so, you may wish to Synchronize with the nearby Viewpoint before you continue. 


Watch the Scout on the wooden scaffold. When he moves to the left-hand position on his: 
patrol, sprint over and press Kenway against the left side of the broken wall. Whistle, and | 
the sentry will (rather curiously) jump to the steps; be ready to press @ just after he lands | 
for a silent assassination. A Captain and a Scout walk a long patrol around the outer edge of | 
the fort interior, checking hiding places. If they are not approaching the hiding spot below | 


(check the screenshot for entry {23} to see their route), you can quickly run onto the scaffold 
and perform a Leap of Faith into the hiding place. 


Watch the wall to the southeast. When the soldier in the distance walks away, perform a 
double air assassination on the two guards below. You can then sprint to the position marked 
on the screenshot and press against the corner of the wall: whistle the approaching guard, 


| While it is possible to eliminate the patrolling Captain, there's actually no need to do so. 
| When the nearby Brute moves to the left-hand position on his short patrol, make a quick 
| dash for the Stalking Zone, If the coast is clear when he returns, whistle and eliminate him; 
if not, wait for the next opportunity. You should then be clear to step out of the Stalking Zone 
to quickly disable the alarm, completing the second Optional Objective — and, incidentally, 


| removing the threat of Desynchronization if Kenway is detected. 
} 


Even though the mission has ended, Kenway still needs to extricate himself from the fort. 
Climb the scaffold to the east and run to the south, assassinating the Gunner when he faces 
| away. The climb down is easy from here, and there’s a Leap of Faith position a short walk to 
! the south, behind the tent. 


You can incapacitate the Gunner on the rooftop to the west with a Sleep Dart if you wish, but 
it's just as easy to sprint into the next Stalking Zone when he turns away. From here, it’s just | 


a short run to the required documents. Press @ when you move in range to collect them, 
and trigger the closing cinematic for this Memory. 


MEMORY 02 \ “THE GUNPOWDER PLOT” 


Optional Objectives Notes & Further Reading 


™ Kill four guards in one kill streak. 


| w You will need a full inventory of Blowpipe darts for this Memory’s Optional Objectives. At this stage in the story, you reatly need 


at least one Dart Pouch upgrade. If you overlooked our earlier advice, you can obtain this first ammo capacity enhancement by 


® Use 10 Blowpipe darts on guards, 


hunting howler monkeys on the east side of Kingston (see page 178). It's always wise to have a stock of bones with which to craft 


) new darts in emergencies. If your totals are low, there are wild pigs, rabbits and crocodiles to skin on the west side of Nassau. 


Speak with Charles Vane at the tavern to begin this Memory. You must collect four gunpowder 
kegs from the locations marked on the map. As the two Optional Objectives suggest, there's 
no penalty for a more boisterous approach in this mission; indeed, it's a great opportunity 
to cut loose and cause shaos. We'll cover each of the four locations in the order shown on 
the above map. The arrows show the optimal direction of approach to each Restricted Area. 


You will encounter a Scout as you make your way down into the storage room, with a Brute 
and another Scout guarding the keg. This is a great time to start racking up Blowpipe hits for 
the second Optional Objective. When the guards have been incapacitated, approach the keg 
and hold € to loot it. If you wish, you can then run to the west exit (note the Treasure Chest 
here) to gain two further Blowpipe hits for the Optional Objective. Hit the Brutes with Berserk 
Darts from a safe distance, then retrace your steps to return to the streets, | 


This spot is traditionally the location of Nassau’s oft-raided warehouse, with the large Restricted 
Area now occupied by well over a dozen soldiers. Approach from the north, and enter the Stalking | 
Zone. There is a Gunner in the watchtower to the east, with a Captain patrolling the central area, | 
regularly passing the gunpowder keg that you require. When he reaches the location marked on 
the accompanying screenshot, hit him and his companion with a Berserk Dart apiece. To add to | 
the chaos, do the same with the Gunner. Check the right-hand Side of the shed where the kegis | 
Stored for any hostiles who have not been drawn into the unfolding melee, and quickly becalm | 
them with Sleep Darts, You can then casually hop over the wall and appropriate the keg. | 


The two marked locations closest to the tavern may cause a little consternation until you realize 
that these are used to indicate the entrances to an underground storage room, where a single keg 
can be found. Rather than fight your way in through the circular Restricted Area that surrounds the 
west entrance, head for the entrance to the east. There are five regular soldiers here, plus others 
that may join from a nearby patrol, which makes it the perfect opportunity to complete the kill 
streak Optional Objective. Antagonize one guard, and they will all move to attack; lead them into 
the street, and you can complete the requised kill streak with relative ease. 


| This location is a huge circular Restricted Area. While you can simply fight your way to the keg, 


the presence of two Gunners on the Viewpoint tower makes this a little dangerous. Instead, 
approach from the west and hit both Gunners with Berserk Darts, then dash into a Stalking 


| Zone. From here, you can pepper other troops in the vicinity with additional darts. When the 


effect of the Berserk Darts wears off, you can stroll to the waypoint and collect the keg from 
inside the tent. 


| The final area is much easier to infiltrate. Approach from the beach to the south and sneak 


into the Stalking Zone when the patrolling Scout looks away, Lure and assassinate him on 
his return, then hit the Captain on the far side of the tent with a Sleep Dart, Stealing the keg 
ends the Memory immediately, so if you have yet to complete the Optional Objectives, you 
should do so beforehand. 


MEMORY 03 \ “COMMODORE EIGHTY-SIXED” 


Optional Objectives | Notes & Further Reading 
Kill three guards from Stalking Zones. 


« Air assassinate Chamberlaine. 


Reconvene with Charles Vane close to the house surrounded by a Restricted Area to begin 
the Memory, After the introduction, you must tail two guards through the town. Tag them with 


Eagle Vision, then immediately assassinate the guard standing by the nearby Stalking Zone 


to begin work on the Optional Objective. When the pair walk along the main path, follow 
along the alley to the right, then climb the wall. 


| 
| 
| te As you may have exhausted your stocks in the previous Memory, replenish your supply of Sleep Darts before you begin. These 
| aren't essential, but they may help to avert potential disasters. 


Staying behind the second row of houses moves you out of the Restricted Area, and enables 
| you to avoid two pairs of guards in the alleyway (not to mention sentries on rooftops). As 
long as you approximately match stride with your targets and look in their direction at regular 
intervals, it’s literally no more than a leisurely walk at this stage. 


As the two targets reach the end of the street, they will briefly separate. Move to the 
position shown here to stay just out of range of the soldier approaching you. If you have a 


Desynchronization warning, move a little closer, but try to ensure that the closest target does | 


not move within any less than 25-20 meters of Kenway. 


When your targets draw near, move into the Stalking Zone and reacquire the Eagle Vision 
“tag” on both as they pass. Wait behind the house until they turn and walk to the south, then 
scramble up the bank and hit both Scouts with Sleep Darts. 


Match stride with the two soldiers as they walk along the path. Don't forget to align your 
camera to view their outlines whenever the timer falls below 10 seconds. 


Wait until the group passes below, then make a Leap of Faith into the hiding spot. When 
your two main targets press forward, one of the soldiers that accompanied them on the later 
portion of the tail will move to stand in an altogether deadly position. Assassinate him as 
soon as he presents his back. 


io) 


You can then easily move through a sequence of four Stalking Zones to avoid the soldiers Perform the final kill for the Optional Objective, then tail your targets from a safe distance 
in the camp. When you reach the second of these, there is a Scout to your left that you can { until they eventually reach their destination, 

entice quickly with a whistle; kil] him to keep working towards the Optional Objective, then 

move to the fourth Stalking Zone while the Brute is facing away. 


From the Stalking Zone, and being careful not to alert the guards in the camp area directly | From the beam, traverse to the ledge beneath the cordage to avoid detection. Watch the 
ahead, follow this route to reach a wooden beam that extends from the Commodore's mighty | two patrolling soldiers on the deck. When they both face away, climb to the ropes to move 
“ship of the line”. ; out of sight. 


To satisfy the second Optional Objective, you must kill Chamberlaine with an air __ When you reach a position above Chamberlaine that is within air assassination distance, 
assassination. This can be achieved from the mizzenmast at the rear of the Ship. a ee that he is highlighted (and the assassinate prompt visible in the top right- 
- ‘ __| hand corner) before you play resumes, the soldiers on board the vesse! will 


Maks 


MEMORY 04 \ “THE FIRESHIP” * 


1 
a 
Optional Objectives | Notes & Further Reading 
| a 
% Use the mortar to sink three ships. ™ As we mentioned eaflier in the walkthrough for this Sequence, the Advanced Hull upgrade will make this Memory much easier to 
™ Use afire barrel to sink a ship. complete. If you intend to complete the Optional Objectives, you should also have Reinforced Mortars and Advanced Fire Barrel 


Strength upgrades as a bare minimum — and ideally better. Enhanced fire barrel and mortar storage are also practical (and eminently 
affordable) improvements. See page 236 for an overview of optimal Jackdaw upgrades for this stage in the story. DNA TRRUE. 


aie8 Naturally, it also makes sense to ensure that the Jackdaw's stock of mortar and fire barrel ammunition is full before you begin. 
| It’s an easy mistake to make... 


Meet up with Charles Vane and Calico Jack on the beach, and interact to begin: this short | As the battle becomes more chaotic, you will find that you have gunboats on all sides. Watch 
but intense naval-oriented Memory. In the first (and major) section of this mission, you { the mini-map carefully; when one sails behind the Jackdaw, rotate the camera and drop fire 

must follow the Royal Phoenix as waves of gunboats move in to attack. The moment when | barrels to sink it, completing the second Optional Objective. 

gunboats first appear is the perfect time to work on the Optional Objective to sink three | 

vessels with mortar fire. ? 


After the Royal Phoenix explodes (and entirely fails to live up to its nominative billing), 
go to full sail and steer the Jackdaw through the gap in the blockade. There’s no profit in 
attempting to engage the other ships here, so ~ while making sensible evasive maneuvers 
to avoid incoming fire — set a direct course for the waypoint marker in the distance. Enter the 
highlighted area to end both the Memory and Sequence 07. 


After the fireship finishes its circuitous journey, it will sail towards the blockade. When the 
notification of this event appears, you have a little time to complete any remaining Optional 
Objective requirements, Be sure to stay well clear of the explosion area. 


95 


With the notoriely of the “pirate democracy” firmly established, and perhaps augmented by the recent actions of Kenway and Blackbeard, Woodes Rogers arrives 
in Nassau with Commodore Peter Chamberlaine and a sizable detachment of British soldiers, After calling known pirates to a parlay, he offers an ultimatum: either 
agree to an immediate cessation of piratical activities, and accept the King’s Pardon, or face execution without trial. While some (particularly Benjamin Hornigold) favor 
surrender, believing Nassau to be a lost cause, others — including Kenway, Charles Vane and Calico Jack — are less than enamored with the prospect. 


When Vane and Kenway discover that the uncompromising Chamberlaine intends to willfully disregard the orders of Rogers and scuttle all ships within the surrounding 
naval blockade, they resolve to escape. After assassinating the Commodore, they load a vessel —a “fireship” — with stolen gunpowder, set it alight, and steer it at the British 
vessels to punch a hole in the blockade. Following the successful escape from Nassau, Kenway returns to his secret cove to consider his next move... 


MEMORY 01 \ “DO NOT GO GENTLY” _ 


Optional Objectives 

® Kill four guards. 

% Use heavy shot to incapacitate the man o’ war. 
Notes & Further Reading 


® Sequence 08 begins at Kenway's Great Inagua hideout, Though you might look 
wistfully at the cove upgrade locations (see page 254), these are still best left 
until you have the Jackdaw and Kenway himself outfitted with the best possible 
upgrades, Until then, hideout improvements are naught but expensive luxuries 
that confer precious {ittle in the way of practical benefits. 


% Stock up on naval ammunition (particularly heavy shot for the Optional 
Objective) and ensure that the Jackdaw is in a perfect state of repair before you 


: i is missi i i 
begin, Smoke Bombs are also useful, but not strictly essential | he @ marker for this mission can be found at the very north of the Caribbean map; Fast 


Travel to Abaco Island to reduce the journey to a few minutes. After Kenway notices the 
| suspicious man at the close of the opening cinematic, begin the tail by sitting on the 
| bench to your right, then approachjng the campfire to blend with the revelers. This will 
| enable you to avoid detection when your target turns to observe the path behind him. 


% The location where this Memory takes place is exclusive to this part of the 
story, and does not feature any collectibles. 


Once safely away from the party, the stranger will break into a run. Sprint after him until you | Once the two targets begin moving, make a swift dash from the Stalking Zone to-a position 
reach the gate shown here, and wait in the Stalking Zone. After a brief conversation, a guard | behind the crates, Wait until your two targets resume their stroll and then climb on top 
will approach your position, and an eavesdrop will begin. Assassinate the unfortunate and | of the crates to perform an immediate air assassination on the guard on the other side. 
decidedly incautious Stephens (he's named by his commander just before he presents his | It's unorthodox, under the circumstances, but it’s the quickest and cleanest solution. You 
back to Kenway, but don't let that personal detail stay your blade) to begin working towards | can then run over to the slope, to the left of the steps, to reach another Stalking Zone. 
the Optional Objective quota. You can then run into the Stalking Zone to the left. | 


Your targets will head to the right; take the left-hand opening into the next Stalking Zone. | Wait while the two targets pause to converse, then quickly assassinate the soldier directly 
There is another opportunity to assassinate a guard to your right for the Optional Objective | ahead. You can then sprint to the Stalking Zone on the opposite side of the room. Turn 
here, but we advise that you pass this chance up — it's an awkward kill to perform while | right and follow the secluded “corridor” until you reach another Stalking Zone. 
remaining in the eavesdrop circle. | 

{ 


When the targets continue their journey, assassinate the guard — completing the first 
Optional Objective of this Memory — then take the left-hand opening to climb to a balcony, 


You must now reach the Jackdaw within the time limit. Jump through the gap in the 


balustrade to reach the lower level, then leap over to the winch to swing around to the left. 


You are given three separate objectives here to complete once boarding begins — but the simple 
fact is, survival is your only goal. Be content with fighting enemy soldiers. If you lack confidence 
in your use of Counter Kills and Kill Streaks in pitched battles against multiple opponents, Smoke 


Bombs can be deployed to turn the odds heavily in Kenway’s favor. After a period of time has | 
elapsed, irrespective of your overall progress with the stated objectives, a cinematic will begin. 


| To end the eavesdrop, climb the slope to the left of the path and wait in the Stalking Zone 
| to watch events unfold. 


As Kenway lands, it's a near-direct free run straight to the deck of the Jackdaw. Grab the wheel 


| and sail straight for the man o’ war. In this short but intense battle, you must incapacitate 
| the mighty vessel with heavy shot to complete the final Optional Objective. If you have yet to 
| complete this task once the vessel’s masts have been cracked, a glancing blow will suffice. 
| Don’t unleash a full broadside: this may sink the ship. Once you are ready, move in close 
| and initiate boarding. ff you would like to avoid any hint of a spoiler, we suggest that you 
| attempt the fight on deck yourself, referring to entry £1) only if you encounter difficutties. 


! 
i 
| 
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| Swim directly to the Jackdaw, climb on board, then take up position behind the wheel before 


| the timer expires. Your final task is to set sail to escape the battle. 


| 
| 


MEMORY 02 \ “VAINGLORIOUS BASTARDS” 


\ 
\ 


Optional Objectives 
® Use the fort's defenses to sink a ship. 


%® Damage the Royal African Pearl with an upgraded ram. 


Notes & Further Reading 


® This Memory and the one that follows are played in succession — there is no 
opportunity to free roam between them. 


* Completing the first Optional Objective broadly requires that you conquer the 
Naval Fort at Cabo de Cruz beforehand (see page 194). While it's possible 
to satisfy the requirements with a hostile fort, this complicates matters 
unnecessarily. As it stands, any player seeking to master Assassin's Creed IV 
should be conquering ail Level 2 forts at this stage. 


% The second Optional Objective in this Memory actively requires that you use 
the ram. Be sure to purchase at least the first available upgrade before you 
begin. 


% Try to replenish all forms of ammunition for Kenway: there is a demanding 
boarding sequence where you may benefit from this advantage. 


When the Pearl sets off, you can sail to the left of its course to avoid the fire barrels that it 
drops to deter pursuit. Alternate between mortar fire and the chase cannons to damage the 
vessel, pausing your barrage to use the swivel guns to destroy fire barrels only when they 
pose a direct threat. You should actually find that mortar fire aimed for the center of the ship 
will have the side effect of destroying the barrels as they are deployed. When the Ranger is 
crippled, quickly sail in close before the timer elapses to rescue Vane. 


Optional Objective: Feel free to skip this step if you wish. With the Pearl dead in the water, 
engage the Spanish ships. Sink all but one, then weaken that final vessel and lead it towards 
the Cabo de Cruz fort. When the stronghold brings its weapons to bear (particularly its 
mortars), it should take no more than a single barrage to sink the enemy ship if it is following 
the Jackdaw closely. 


| 
| 
| 
1 
| 
| 


f 
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Sail to Charles Vane’s ship to begin this Memory; if you are far afield, there are several 
potential Fast Travel positions in the vicinity. Once you are underway, sail behind Vane's 
ship, the Ranger, until you reach the green search zone. As long as you remain in the 
Ranger's wake, you can avoid patrolling vessels. When the Ranger slows, turn to the right 
and use the spyglass to identify the Royal African Pearl. 


Alter the brief cutscene, steer the Jackdaw towards the Pearl and ram it, satisfying the first 
Optional Objective; don't forget to brace during the charge. Ignoring the other vessels for 
now, concentrate your fire on the slave ship. If you are feeling bold, and have the upgrades 
to justify such ambition, circling at close range to deliver broadsides with heavy shot will 
enable you to strip the vessel’s structural integrity down to the final red slivers of its health 
bar. Be very careful to avoid inflicting further damage once it has been incapacitated. 


You will find a Captain and a handful of Brutes on board the Pearl, so use Smoke Bombs 
to incapacitate groups for quick kills. Once you have siain the specified number of enemy 
seamen, ride the lift on the mainmast to rapidly ascend to. the platform above. Kill the 
Gunner here without fuss or fanfare (sprint into him and tap @® to knock him to the deck 
below), then climb to the very top of the mainmast and press @ to cut down the sail. 
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MEMORY 03 \ “MAROONED" * 


Optional Objectives 
® Skin three animals. 


% Air assassinate Vane. 


Notes & Further Reading 


™ Kenway is equipped with his hidden blades alone for the entirety of this 
Memory. 


% This is your first visit to Isla Providencia: see page 172 for more information. 
You may return here at any point after the Memory is coniplete. 


™ You can find the rare red howler monkey and black jaguar on this island. Black 
jaguar pelts are used to craft the Sleep Dart | upgrade, and a further upgrade 
for a weapon unlocked in a later Sequence. Though you cannot hunt red howler | Head to the Viewpoint at the north end of the beach and Synchronize before you enter the 
monkeys until a later visit (Kenway lacking the necessary projectile weapons | jungle via the path shown here. 
during this stay), you actually need to collect black jaguar pelts to complete 
the first Optional Objective. 


When you arrive at this position, follow the path underneath the fallen tree and run up the | 
ancient stone steps. | this area. Move into the first Stalking Zone at the top of the steps and use Eagle Vision to 
identify the creature on the path ahead, As a predator, it will attack Kenway if it sees him, 
which triggers a button press challenge. Win this, and Kenway kills the creature; fail, and 
| the jaguar will flee. For an easy kill, move through the Stalking Zones on the left-hand side 
| of the path and strike with an assassination when the creature is within range. 


You can find the first of three black jaguars required for the initial Optional Objective in oe 


After skinning the jaguar, follow the path to the west to reach the next waypoint. In the | Synchronize at the Viewpoint before you perform a Leap of Faith and continue your pursuit 
center of the ruins, follow the easy climbing route shown here to reach the upper area and / on the path shown here. 


a Viewpoint. 


There is a crocodile in the pool, so be cautious. Free run via the branches and two dead trees | After the cinematic, Vane will assail Kenway with an unrelenting fury until you can bypass 
to reach solid ground to the north. The next waypoint is a short jog away. | him. Watch carefully the icons that appear above his head: these mirror those that appear 
: | above familiar enemy archetypes. Try to hide when he is poised to shoot the pistol, and run 
when he favors a grenade. Sprint between the cover elements shown here during breaks in 
| fire. When you flank Vane to the left and reach the log, an explosive device left by him will 

break it in two. Climb the far half to resume the chase. 


Follow the path until you reach the distinctive palm tree shown here. Free run to the tree at | Continue until you reach a crude log bridge. On the opposite side, quickly move into the 

the end of it, and activate Eagle Vision: there is a black jaguar in the area below. Wait until it | Stalking Zone: the third and final black jaguar is found here. Kill and skin it, then head 

moves within range, then air assassinate and skin it. towards the waterfall. When you near it, cross the water and follow the path that begins to 
the east. 


After the cutscene, Vane will attack Kenway in the same manner as before. From your starting | To complete the second Optional Objective — and avoid a needlessly perilous approach to the 
position, use the wails to avoid his assault until you can make a spirited sprint for safety on | insanely furious Vane ~ follow the very specific climbing route shown here to reach the Viewpoint 
the right-hand side of the ruins. | above his position. As soon as you move onto the wooden perch, press @ to Synchronize, then 

| immediately look down and press @ to air assassinate Vane — and bring the Memory to a close. 


Kenway and Charles Vane sail to North Carolina, where Blackbeard is toasting his imminent retirement. He informs Kenway that the Sage, real name Bartholomew Roberts, can be found 
among the craw of a slave ship known as the Princess. Noting a suspicious figure among the revelers, Kenway follows him to a meeting with British soldiers. Curious to learn of their 
intentions, he tails them to an elevated position overlooking the sea... only to watch helplessly as they signal an attack from a vessel concealed offshore in the early morning gloom. 
As barrage after barrage lays waste to his surroundings, Kenway races to the deck of the Jackdaw, where Blackbeard awaits. They set sail for the man o' war that initiated the attack, 
and succeed in boarding it, but Blackbeard is cut down in the fierce melee that ensues, with Kenway bowled overboard and forced to flee. 


Disheartened by his loss, but with a new lead on the Sage, Kenway (with the assistance of Charles Vane) attacks a ship from the Royal African Company to learn the location of 
the Princess. The boarding is an unqualified success... but their return to the Jackdaw fess so, as they find Calico Jack at the head of a mutinous crew, with Adewalé powerless to 


intervene. The story resumes with Kenway and Vane marooned on the uninhabited Isla Providencia, The pair clash as Vane grows ever more furiously delusional, blaming Kenway for % 


their predicament. An altercation over food leads to an extended confrontation where Vane attempts to kill Kenway. Though Kenway beats the crazed pirate savagely, he cannot bring 
himself to kill him — but this is the final kindness he extends to his former friend. When a ship later sails to the shores of the island, Kenway escapes alone... 


“MEMORY 01 \ “IMAGINE MY SURPRISE’ 


Optional Objectives 
% Sabotage two alarm bells. 


® Kill four Brutes. 


Notes & Further Reading 
™ Sleep Darts and Smoke Bombs are useful resources for this mission. 


™ |f you have been following our recommended Jackdaw upgrade plans (see page 
236), you should now be ready to begin conquering the most difficult Naval 
Forts. You may also be equipped to deal with Legendary Ships: see page 216. 


| Fast Travel to Kingston and head for the €) marker, where Adewalé awaits with a new 
| source of information. After the introduction, you must infiltrate a Restricted Area to locate 
Hornigold and Rogers. Start by entering the Stalking Zone just inside the southwest comer 
| of the Restricted Area. Quietly eliminate the three patrolling guards (including a Brute 


From the Stalking Zone shown here, watch the surrounding patrols carefully. As soon as everyone 
else is facing elsewhere, emerge from cover and stand still until the Brute’s detection meter is 
half full, then immediately move back into the Stalking Zone. This will cause him to approach your 
position for an easy kill. When the coast is clear, move to the Stalking Zone close to the house and 


Leave the Restricted Area and make your way to the southeast side of the zone. Once again, 
the vicinity of the alarm bell is covered by light patrols. Eliminate the three soldiers, then 
sabotage the alarm. You can then head west via the run of Stalking Zones. Be careful not to | 


| 
activate Eagle Vision or move too far to the north at this point — your two primary targets are | 
a short distance away to the north, and it’s better not to disturb them just yet. |_ kill the next Brute. You can now incapacitate the troublesome Gunner on the rooftop with a Sleep 


| Dart before you climb up to knock him out. 


Return to the ground on the east side of the house. Watch the two-man patrol to the | Free run through the trees as your targets walk the path below, taking care to not move ahead 
southwest; when they turn away, climb onto the thatched roof and carefully move to the of them. When you reach the thatched roof, hide on one side to avoid detection when they 
east side until you see a man below; activate Eagle Vision to identify Hornigold and Rogers. | pause to converse. 

Immediately jump and climb into the nearby tree as the pair walk around the building. =| 


1 


Wait until the targets leave the Restricted Area and walk by to the right, then free run through . 
| corner, then follow this route, being careful to move no further than 40 meters away; you 


the trees and perform a Leap of Faith into the pile of hay outside. 


Continue south, using Stalking Zones to avoid detection, until you reach a large Restricted 


Area. Wait in the final row of crops, just outside the fence, until an eavesdrop circle appears; 
enter the Stalking Zone to your right to begin. 


From the upper walkway, jump to the branch, ascend to the V-shaped section at the center 
of the tree and tap @ to ascend to the upper branches. Perform a Leap of Faith into the 
hay cart, then — and this is the tricky bit — move into the cloth-covered hiding spot a short 
walk away. If you can do this without attracting attention, you can wait in safety for several 
seconds until the circular border of the eavesdrop zone forces you to jump out. At this point, 
simply walk to the outer wall of the warehouse: a cinematic sequence will begin before 
Kenway can be detected by guards. 


There is no need to tail Hornigold and Rogers directly. Watch them until they round the 


should also keep the camera trained in their direction to catch glimpses as they move 
between buildings to reset the countdown. Ensure that Kenway is safely concealed in a 
Stalking Zone when they approach. 


When the eavesdrop begins, quickly jump through the gap in the fence and kill the nearby 
guard from the Stalking Zone. Wait until the Templars enter the warehouse, then move to the 
next Stalking Zone to eliminate a second soldier. You can then climb to the opening to the 
left of the warehouse entrance. Follow the party via the upper walkway, being careful to not 
walk too far ahead and attract attention. Assassinate the sentry on the far side. 


After the cinematic, Kenway must escape the area. If you would like to complete the second 
Optional Objective, you must make a quick detour before you flee. Drop a Smoke Bomb to 
incapacitate the hostiles in the warehouse, then sprint out of the south exit and turn left. There 
are two Brutes outside, Drop another Smoke Bomb to disable them, then make a quick kill 
to complete the quota; if these are missing, you can find a Brute on the west side of the first 
warehouse that you passed through during the eavesdrop. You can now simply jump into 
the sea and swim to the Jackdaw to the west, using stealth swim to avoid gunfire if required. 


Optional Objectives 


% Free two groups of pirates. 


« Double assassinate Cockram and Burgess. 


Notes & Further Reading 


™® Principe is unlocked as a destination after this Memory ends, with a Fast Travel 
position located east of Great Inagua. There are numerous collectibles here, but 
your first visit is not the ideal time for exploration and acquisition. If you return 
here after completing the Sequence, you can hunt jaguars on the west side of 
the map to obtain pelts for Health Upgrade Ill and the Feline Pelt outfit. See 
page 166 for more information on this area. 


™ You may benefit from a full supply of Sleep Darts and ideally at least one 
capacity upgrade (or a supply of bones to craft further stocks) if you plan to 
complete the Optional Objectives. 


© Players who are diligently picking up all collectible items en route to 100% 
Synchronization should note that Principe is the penultimate “locked” location. 
Though there is certainly no hurry to pick up most items, power gamers should 
be aware that you can potentially obtain all Mayan Stones (and claim the final 
reward from Tulum) when you arrive at a new destination during Sequence 10. 


| Return to the Jackdaw and sail to sea. The next Memory waypoint is in the southeast of 
| the map. After the opening cinematic, you must sink five ships: four gunboats and a fairly 
! substantial frigate. Note that you cannot send the frigate to Kenway’s fleet from Principe, 
| so unless you particularly need or want its cargo, or repairs for the Jackdaw, it's more 
| efficient to just sink it. Sail to the west beach, as shown here, then Synchronize with the 
| Viewpoint before you head to dry land. 


Follow the path to the southeast, through a natural stone archway. There are two pairs of 
guards here: two stationary Brutes, and a couple of soldiers who walk a long patrol. You can 
either bypass them entirely as you continue to the south, or eliminate them with well-timed 
double assassinations. 


At this point, if you have no desire or need to complete the Optional Objectives, you can 
sneak or fight your way to the east beach to reach the search zone — or even swim there, 
bypassing combat entirely. Should you opt for this fast and furious conclusion, you can 
find your two targets in the north of the green area. if you wish to save the pirates and 
double assassinate Cockram and Burgess, your route will be rather more circuitous. Start by 
following the path that leads to the north from Roberts, then bypass the two Brutes guarding 
the entrance to the military encampment by heading east when you reach this location. 


As you approach the search zone, a fence and closed gate block your path. Use the nearby 
tree to bypass this obstacle. Shortly after Kenway lands, a cutscene will begin. 


Eliminate the three guards in this area. A fight will not attract attention from elsewhere, 
though it’s easy to stealthily dispatch the stationary guard to the left with a whistle, then 
| brazenly run into the Stalking Zone beside the tree to cause the soldier on the platform to 
investigate. The final guard is then a mere formality. 


P=) 


Use the free run course in the trees to infiltrate the camp, landing in a Stalking Zone to | Wait until the patrol moving from east to west return to the east, then make a decisive sprint 
the north, } along the path to the north shown here. Running down the wooden steps will interrupt the 
: Scout's detection of Kenway. 


Climb the wal! and assassinate the Gunner. | When the Captain approaches the leftmost part of his patrol, with his back to Kenway, 
perform an air assassination. Move behind the guards watching the Gunners and hit them 
both with Sleep Darts; with that accomplished, walk behind the marksmen and perform 

| a double assassination, You can then knock out the two sleeping guards before you free 
the pirates. 


Backtrack to the tower and drop to the other side, then move to the Stalking Zone via the route | Move to the next Stalking Zone to the east, and hit the two Gunners standing over the 
shown on the accompanying screenshot. There is no harm in entering combat at this stage: justbe | prisoners with Sleep Darts; you can then do the same to the patrolling soldier when he 
sure to conclude any fracas far away from the remaining prisoners to the east, That said, the three | Moves to investigate. Staying close to the cliff edge, walk over to the prisoners and free 
nearby soldiers can be easily dispatched from the Stalking Zone with judicious use of whistles. them, then knock out the slumbering guards. 


If you move into the Stalking Zone just beyond the cliff edge where you freed the prisoners, 


you will find a concealed route to the nearby Viewpoint. Climb this — be careful to time your | 


movement past the window to avoid alerting the Gunner — then Synchronize on the perch. 


After landing in the hay cart, assassinate the Scout then climb the west face of the building. | 
if you are restarting from the checkpoint, Kenway will begin on a nearby slope adjacent to | 
the Viewpoint. The basic steps are broadly the same: slide to the Stalking Zone, sprint to | 
the cart (the dotted line on the accompanying screenshot indicates your approach), kill the | 
| enough. At the end, leap to the tree branch and quickly climb up. 


guard, then climb the building. 


Jump to the next tree in line, then watch below. 


| Before you perform a Leap of Faith into the hay cart, take a moment to study the area below you. 
If you plan to complete the Optional Objective to assassinate the two Templars, you need to be 
| meticulous in the steps that follow. Cockram and Burgess begin east of your position, and then 
| take a long walk that eventually leads to the ship at the dock. There are two plausible moments 
| to perform a double assassination, with both occurring at the early stage of their journey. After 
| that point, they walk separately — and the opportunity passes. We outline here the basic route 
| that you will be taking to the best chance to simultaneously kill both Templars. 


Sprint along the row of houses, free running over the ropes that span the wider gaps for 
maximum speed, but generally remaining close to the center of the rooftops where possible. 
You will hear sound effects and see indicators that show that soldiers are suspicious of 
Kenway, but don’t delay: they will not initiate combat or formally identify him if you are fast 


Cockram and Burgess will be approaching, and in perfect alignment for a double 
assassination. 


Kenway’s pursuit of the Sage leads him to Kingston, where he finds former Nassau associate Ben Hornigold consorting with Woodes 
Rogers. Tailing them across the city to a meeting with Grandmaster Torres, he is exposed when Hornigold calls him out, having espied 


the Jackdaw anchored further along the coast. 


After extracting himself from this situation, and now armed with the knowledge that his man can be found in Principe, Kenway sets a course 

to find the elusive Bartholomew Roberts. Their meeting, once again, is tense — but by extending the favor of assassinating Burgess and 
Cockram, two Templars assigned to retrieve the Sage, he gains the grudging respect of his fellew Welshman. After long years of pursuit, they 
agree to an informal alignment of interests. The Observatory -.so long a dream for Kenway, and a source of ridicule for others — is apparently 


a realily that Roberts appears willing to share... 


MEMORY 01 \ “BLACK BART’S GAMBIT” __ 


Optional Objectives | Notes & Further Reading 
© Stay out of combat. 


% Use a rope swing to kill the captain. 


| ™ As the Sequence starts, Kenway begins on a beach at Misteriosa: see page 174 to discover more about this location. 


% You definitely need to stock up on Sleep Darts if you are aspiring to complete this Memory’s core Optional Objective. 


™ Players who have acquired most Jackdaw upgrades can remove a potential nuisance during forthcoming Memories by liberating 


the trio of Leve! 3 Naval Forts before they continue. As enemy vessels are stronger in the south, and many of your activities may 
| 


take you through the Restricted Areas that surround the forts, this is a practical (and profitable) act of preparation. 


Kenway begins on Misteriosa after his sojourn in Principe, with the @ position for this 
Memory located to the southwest. Once you begin, sail into the narrow channel shrouded 
in fog, then continue until you reach a Portuguese ship. The wind is strong, so.only use 
bursts of full sail. When Kenway is charged to acquire the ship's flag, dive overboard and 
swim in the direction of the mainmast on the left-hand side of the vessel; use stealth swim 
(hold @) inside the Restricted Area to avoid detection. Immediately climb the cordage, 
ascending without pause: this will enable you to pass out of detection range of the soldiers 
on the deck before Kenway is identified. When you reach the platform, traverse to the left to 
move out of sight of the sentry stationed on the other mast. 


Continue sailing along the channel, remaining at half sail to avoid mishaps, until you reach 
the Nosso Senhor and another cutscene. To circumvent a fairly intricate infiltration via land, 
you can simply swim around to the far beach, where the chest awaits, When you approach 
the tower, ensure that the Gunner and nearby soldiers are facing away, then quickly move 
into the Stalking Zone beneath it. 


Neutralizing the two sentries before you make the final ascent to the flag is a little technical, 
so warrants further scrutiny. Select Sleep Darts, traverse to the left-hand side of the platform, 
then climb up. Immediately hit the more distant lookout with a dart. You can then neutralize 
the closer guard. Ensure that you don’t press the High Profile Button as you assassinate or 
knock him out: if his body is propelled to the deck below, this will cause problems. Quickly 
climb to the top of the mast, then press @ close to the flag to trigger a cutscene. You can 
then perform a Leap of Faith into the sea, submerging to avoid detection where required, as 
you return to the Jackdaw's wheel, 


Wait until the two guards move to the most distant extents of their patrols, close to the rock 
wall, then hit them both with Sleep Darts. Emerge from hiding and press @ lo loot the 
chest, then move into the Stalking Zone at the far south of the beach. From here, you can hit 
the Gunner in the tower with another soporific dart before you swim back to the Jackdaw. 


Continue the journey through the channel. There is one point, as you approach the rock 
shown here, where it seems logical to move to the right of it. Don’t do this: sail to the left 
instead, which will enable you to avoid a Portuguese frigate moving at a fair clip. After this, 
navigate past the stationary vessels unttl you reach another brief cutscene. 


| 
iy 
| 
| 


| 
| 
| 
| 
| 


Ensure that the two-man patrol shown on the accompanying screenshot is walking to the 


east, then make a running jump into the sea. Though it’s not a textbook dive, Kenway will 


not sustain any degree of injury. You can now swim to the wreck to the east and climb its | 
| ahead. 


bowsprit. 


To complete the second Optional Objective, you must kill the Captain by performing an air | 
assassination via the nearby rope. Wait until he emerges onto the deck, then sprint towards | 


the rope to begin your swing. Use 4 to keep the Captain in your field of vision; when he is 
highlighted, press @ to make the required kill. 


Swim to the very south of the beach, keeping a watchful eye on the two-man patrol, then slip 
into the Stalking Zone. When the two guards move to the west, quickly follow the free run 
course shown here to reach a tree adjacent to the highlighted guard tower. Tap @ to ascend 
to the upper branches, then hit the two sentries with Sleep Darts. You can then safely jump 
to the tower and knock both out. 


Wait until the patrolling Scout reaches the left-hand limit of his patrol, then perform an air 
assassination; alternatively, hit him with a Sleep Dart. You can now approach the tower's 
ladder and climb to assassinate the Gunner. As soon as you kill him, look at the ship directly 


The Portuguese flagship that Kenway controls is incredibly well armed. Though you are 
advised to escape to the waypoint, you will need to destroy all enemy ships in the vicinity 


| before the Memory will actually end. Start with mortar attacks, as a direct hit will destroy 


most vessels ina single barrage. Once you have sunk most of the ships directly ahead, use 
proadsides (and the incredibly fast and efficient swivel guns) to finish off the initial wave of 
vessels. For the ships that pursue from behind, it's worth experiencing the novelty of firing 
reat-facing cannons just once — but after that, resume your use of the flagship’s mortar to 
exploit its unparalleled destructive potential. When all ships have been consigned to the 


{ ocean depths, sail to the waypoint. 


MEMORY 02 \ “MURDER AND MAYHEM’ _ 


1 ¥ 
Optional Objectives | Notes & Further Reading 
™ Stay out of combat while finding | ™ Mortar and heavy shot ammunition are useful for a naval battle in this Memory, though not strictly essential. 
nomigold: | ™ Ifyou have yet to reach it while exploring, this is the first time that the story leads Kenway to the island of Santanillas. See page 
% Air assassinate Hornigold. | 170 for more information on this location. 


Set sail for the @ marker, southwest of Santanillas, where Roberts awaits in the Royal Fortune. | Once you espy the Benjamin, a short but intense naval battle begins. Ignore other ships: 
Once you begin, you must sail east, then swing to the north, to locate Hornigold’s vessel; note | Hornigold's swift schooner should be your only target. Use mortar fire and chain shot as 
that all other routes are blocked by Desynchronization boundaries. The first Optional Objective | you move within range, then angle your approach to the far side of the Benjamin, and try 
challenges you to reach the target ship without being detected by the patrols in the area. Move | to remain there; this takes the nearby frigate out of the equation. Heavy shot will make for a 
at full sail until you reach the coast of the west island, then stop briefly behind the “point” in | quick end to the battle. The schooner will attempt to steer in front of the Jackdaw and drop 
the southwest CA) — no more than five seconds — to allow a patrolling vessel to the east to | explosive barrels after a time, but these are easily avoided or destroyed. Once you inflict 
turn south. Go to full sail immediately and follow the outline of the coast. When you reach | sufficient damage, a cutscene will begin. 

the southeast tip ©), sail over to the south island; if you are making good time, you will 
avoid both the ship behind the Jackdaw and another approaching from the north. Once you 
sail behind the small island ©, the danger is effectively over. Continue north, then use the 
Spyglass to identify the Benjamin in the position marked on the map above. 


Ss 


There is no penalty for combat or detection as you make your way to Hornigold’s position. | While being mindful of the nearby two-man patrol, run to the Stalking Zone shown here. 
As long as you don’t start a fight in range of your target (which would effectively ruin your 
opportunity to complete the second Optional Objective), stealth is purely at your discretion. 
Disembark the Jackdaw and move onto the beach to the south. There is a solitary quard to | 
your right, who you can kill easily from the nearby Stalking Zones, while two soldiers walka | 
Jong patrol through the shallow waters. You can either eliminate or avoid them as you make 

your way to the cliff south of your start position. | 


There is a concealed entrance leading to a cave just to the left of the Stalking Zone. Enter There are two Treasure Chests to loot before you climb the wall at the far south of the cave. 
this and make your way to the south. 


Climb up and eliminate the Gunner on the rooftop. The patrolling guard on the level below 
can then be silenced with an easy air assassination before you approach the free run course 
through the trees that leads to Hornigold’s position. 


When you reach the ruins, traverse along the ledge as illustrated here to avoid detection. 
Once at the end-of the ledge, quickly climb up and run to the pillar at the very end. In the 
event that a guard sees enough of Kenway to warrant further investigation (which can happen 
on occasion), you can either wait and perform a corner assassination from this position, or 
continue running to reach the climbing position detailed in entry 09} 


There is a Scout walking an anticlockwise patrol when you reach the west side of the 
ruins, Wait until he faces away, then follow the route shown here to reach the Viewpoint. 


Synchronize, then face Hornigold below and perform an air assassination. 


MEMORY 03 \ THE OBSERVAIC 


Optional Objectives 
© Incapacitate all Guardians while unarmed. 


™ Incapacitate five Guardians from Stalking Zones. 


Notes & Further Reading 


% This is the start of a three Memory chain (and, moreover, a visit to the present 
day) where it is not possible to free roam. 


™ Your arrival at Long Bay marks the point at which every location in Assassin's 
Creed IV is now accessible via sailing or Fast Travel — and, therefore, you 
can potentially complete all collectible-based challenges. While this will be 
an implausible feat for most players (but for those who have already cleared 
available Animus Fragments and Treasure Chests elsewhere: we Salute you), 
you can definitely complete the final Mayan Stela puzzles and claim your prize 
from Tulum later during Sequence 11. 


™ Players with an aversion to even minor spoilers may wish to complete this 
Memory first, but you can find our guide to Long Bay on page 177. 


« A full stock of Sleep Darts (and an ammunition capacity of at least 10 via a Dart 
Pouch upgrade) will reduce the difficulty of this mission considerably. You can 
loot incapacitated Guardians to replenish your stock as you clear each area. 


% Jo make the process of returning to pick up collectibles a little more efficient 
when you revisit later, turn and head back down the beach to Synchronize 
with the Viewpoint before you venture along the jungle path at the start of the 
Memory. You can also find hutia on the beach which, if you have yet to hunt 
them, can be skinned to create the Smoke Bomb Pouch | upgrade. 


Long Bay features a unique type of opponent indigenous 
to this area: the Guardians. These assailants are defined 
by their propensity for hiding in Stalking Zones, and their 
ability to fire hugely damaging Blowpipe darts. That 
said, their close-range fighting skills are unremarkable — 
comparable to a standard soldier, and with no resistance 
to staple hand-to-hand techniques. 


The Guardians behave in a distinct manner in the initial 
jungle areas of Long Bay. They crouch in Stalking Zones, 
practically invisible unless detected with Eagle Vision, 
® and will periodically stand to briefly survey the area, 
slightly adjusting the position that they are facing in as 
they return to a crouching position. This latter point is 
important if you are to attempt to complete the second 
Optional Objective to incapacitate opponents from 
Stalking Zones: Guardians can see Kenway at close 
range if they are facing him. If they espy Kenway in the 
open, they will immediately hit him with a Blowpipe dart; 
at close range, they will then move in to engage him in 
combat. As their projectiles are enormously damaging, 
a cautious approach based on liberal use of Sleep Darts 
and advance planning is essential. 


Set sail for Long Bay, an entirely new location in the south of the map. This destination 
is a short sail from the Charlotte Naval Fort to the west. If you have yet to liberate that } 
location, Anotto Bay to the east or Cabo de Cruz to the north are the convenient Fast Travel | 
destinations. Once the Memory begins, ensure that you have selected unarmed combat if | 
you intend to complete the related Optional Objective. When the path opens into a clearing 
as pictured here, enter the Stalking Zone on the slope to the right and use Eagle Vision to 
identify the first Guardian hidden in the undergrowth to the south. Hit him with a Sleeping 
Dart, then run over and knock him out; you can optionally flank and approach him from 
behind for an unarmed takedown if you wish. 


From the position of your first takedown, safely concealed in the Stalking Zone, turn to the 
northeast and activate Eagle Vision to identify the two Guardians shown here. As these are 
usually facing in Kenway's direction when you first arrive, use Sleep Darts to facilitate an 
easy approach, then knock them out before they awake. 


There are two Guardians on the two (converging) paths to the south, but these will retreat 
shortly after you knock out the second of the two previous targets. Loot unconscious 
Guardians for potential ammunition, then continue to the next search zone. 


| 

. . . | 
When you enter the next clearing, move into the Stalking Zone on your right, then eliminate | There is a crocodile in the water, so use the free run course illustrated above to reach a 
the three closest Guardians in the order shown here to clear the second zone. | wooden platform in the trees to the northwest. 


As soon as you reach the platform, turn to the north and hit the distant sentry with a Sleep | From your position on the platform, look to the north and west to find your next two targets. Start 
Dart. You can then safely approach and knock him out. with the target to the west; from the wooden beams, you can perform an air knockout (much the 
| same as an air assassination in execution, but with a marked reduction in fatal puncture wounds). 


Gross the water to reach a Stalking Zone to the east and identify (then pacify) the final target | Synchronize at the Viewpoint if you wish, then enter the cave to continue. In this next area, 
for this zone. Unless you already have two pieces in your inventory, it's worth your while to the Guardians move clearly in the open. You must neutralize all of them to progress. 
backtrack and kill two nearby crocodiles: their leather can be used to craft an upgrade for a | 

weapon that becomes available during Sequence 11. When you are ready, follow the path to | 

the east to emerge from the jungle. 


At the top of the sloped path, enter the Stalking Zone to your left, If you have yet to doso, you | Take out the Guardian sharpshooter, then cross the tog bridge. On the opposite side, move 
should begin to make progress with the “Incapacitate five Guardians from Stalking Zones” | carefully between the two Stalking Zones: there is another marksman patrolling on the 
Optional Objective here, starting with the target directly ahead. If you time your approach | opposite ledge. 

to wait until the patrolling Guardian moves away, you can neutralize him and his stationary 

companion in the same fashion before you continue south on the upper level. 


{ 
Once you are in position, hit the Guardian on the opposite side of the gap with a Sleeping | The patrolling Guardian here presents another opportunity for an easy Stalking Zone 
Dart before you cross to render him unconscious. Run along the tunnel and enter the | takedown. Once he is unconscious, turn and enter the small area to the northwest, where a 
Stalking Zone to the left, | Guardian is sitting by a fire. Knock him out. 


You now need to clear the lower level of the caves. The first Guardian on this level can be | There are three more Guardians to the northwest: two stationary, and in close proximity, and 

easily dispatched with a knockout blow delivered from above; you can optionally sneak into | a third patrolling further away. Use Sleep Darts to incapacitate the pair when the patrolling 

a Stalking Zone to perform the takedown if you prefer. | Guardian moves away, and you can knock them out before moving into a Stalking Zone for 
the final assault. 


Backtrack to the very south of ihe cave and return to the upper level, then enter’ the tunnel | When you emerge back into the jungle, head west until you reach a path that curves around 
shown here. This leads to the exit of the caves zone; the final Guardian that must be | to the north. There is a Guardian in a Stalking Zone at the top of this slope. 
incapacitated can be found patrolling here. | 


Before you cross the water via the bough, hit the Guardian hidden on the opposite side with | There are three Guardians outside the imposing and strangely anachronistic buildings: 
a Sleep Dart. After knocking him out, follow the path past the waterfall to reach the final | one patrolling on a walkthrough directly ahead when you arrive, and two to the southwest. 
search zone. Dispatch the former first, then climb up to the Viewpoint to Synchronize. 


From your position far above, you can easily find this Guardian hidden ina Stalking Zone and | After the cinematic, follow the route shown here to return to the upper level. 
knock him out with a flying leap. After you silence his final patrolling companion, Roberts | 
and his crew will approach, Once the door is open, pick up the crate (@) and follow as | 
directed. When you arrive at the destination, move to the waypoint and press the same | 
button again to drop the crate in the specified position. | 


run through the cave until you reach a slope far above the beach. Walk into this to slide 
down, steering Kenway with @@. You should then approach the pirates on the beach. The 
remaining moments of this Memory are purely story-driven, so we'll leave you to discover 
the conclusion for yourself. 


shown here. One jump requires a special climbing technique known as a Back Eject; follow 
the onscreen instructions to perform it. 


| 
7 | 
The path that you arrived by is sealed, so you'll need to climb to escape. Follow the route | Traverse to the small platform, then leap to the opening on the wall. You should then 
| 
| 
| 


As with all other visits to the present day, the steps required to advance the narrative 
are entirely straightforward: it’s all about enjoying the unfolding story, Note that you 
cannot leave this new floor during your stay (the elevator is inactive), though players 
seeking all hacking opportunities and collectibles can find a computer and sticky notes 
before they return to the Animus. 


The solutions to the numerical hacking puzzles, should you need them, are 3-5-7-7 
and 3-7-/-7. 


In a partnership that ostensibly respects the curious whims and caveats of Roberts alone, Kenway bides his time — 
and, for the most part, his tongue —as the pair boldly infiltrate a channel occupied by a Portuguese fleeNto acquire 
a very particular cargo. Though exasperated with the Sage’s propensity for casual murder, ‘he assists his strange 
bedfellow in appropriating a cache of the mysterious crystal vials, as previously encountered in Havana and Tulum, 
accumulated by the Templars and each containing a measure of blood. This chain of events also leads to the capture 
of a Portuguese flagship: a redoubtable vessel that Roberts claims as his own. 


Kenway and Roberts later reconvene to travel to the Observatery, but discover Benjamin Hornigold not far from their wake. 

At the behest of Roberts, Kenway engages his former pirate ally — now fully committed to the Templar cause — in a short but 
explosive battle, where Hornigold’s manoeuvrable schooner is no match for a Jackdaw increasingly honed to match the pride of 
any crown fleet. Forced to run aground on Santanillas, Hornigold orders his men to fortify the area — but his warnings and threats 
count for naught, as Kenway effortlessly infiltrates the improvised perimeter to assassinate his former friend. 


Roberts leads the Jackdaw and his Royal Fortune to Long Bay, where an indigenous tribe — which he names the Guardians — lie in 
wait to slaughter incautious explorers and aspirant settlers alike. With Kenway clearing the path, and Roberts and a small cadre of his 
crewmen trailing behind, they arrive at a ruined, overgrown, yet utterly fantastical structure... where Roberts almost nonchalantly guns 
down every man but Kenway at its threshold. 


Inside, he at long last reveals the prize that the Observatory holds: a crystal skull that, with but a smal! measure of blood from any living man 
or woman, can project an audiovisual representation of their world as they experience it with their own senses. Kenway is astonished by this 
vision of a technology far beyond his comprehension. .. but his wonderment is his undoing, as Roberts bludgeons him to the water far below 
with a surprise blow. 


Sealed inside the imposing structure by the departing Roberts, Kenway fashions an amazing escape, but suffers a grievous wound during a frantic 
slide back to the beach, where Roberts and his men await, and with the Jackdaw and its crew nowhere fo be seen. Roberts regards him without 
sympathy, and announces his intentions to claim a bounty on the stricken pirate on his return to Kingston... 


MEMORY 03 \ "TO SUFFER WITHOUT DYING” 


% 


Optional Objectives 
% Sabotage three alarm bells. 


% Visit two old friends. 


Notes & Further Reading 


™ Though stealth isn't necessary for this Memory, it’s certainly advisable: , 
enemies can attack in large numbers if the alarm is raised. Our walkthrough 
covers the two Optional Objectives, but the route it takes is broadly the least 
dangerous path to the waypoint. You should feel free to skip steps concerning 
nonessential tasks if you wish, 


; You have the option of making Kenway rattle his cage to assist in his rescue, but this isn’t 
obligatory if you would prefer to watch events unfold naturally. Once you have full control, 
free run through the trees in the route shown in the accompanying screenshot to reach a 
cart full of hay. 


soldier. When both of them turn away, emerge and sabotage the alarm bell, then | above. Wait until a guard approaches, then assassinate him. 
immediately move into the Stalking Zone. The stationary soldier may move to investigate; if 


Assassinate the guard when he moves close, then watch the Captain and the patrolling | Move through the Stalking Zones close to the outer wall until you reach the positicn shown 
| 
S0, assassinate him when he moves within range. if not, leave him be, 

| 


Wait until the patrolling soldier walks away from the well, then move out of hiding and jump 
inside it. Carefully traverse around the inner ledge until you are just behind the stationary | 


soldier then, after ensuring that his patrolling colleague isn't watching, tap @to assassinate | 


him. You can then leap out when it is safe to do so and position Kenway behind the crates. 


When the soldier returns, whistle to entice him to an ignominious end. Sabotage the alarm | 


bell, then proceed via the Stalking Zones to reach the next position of note to the southeast. 


If you have no desire to complete the Optional Objectives, you can climb straight up the / 
scaffold to the east and skip to step ff. Otherwise, approach the cage marked on the | 
screenshot and press @ when the prompt appears to hear Kenway deliver an elegiac | 


farewell to the first of two “old friends” in this Memory. 


The configuration of guards here lends itself to a very specific solution, though you are free 
to simply knock everyone out with the aid of Sleep Darts if you wish. Start by transferring 
to the Stalking Zone to the left, then assassinate the stationary guard there. Wait until the 
patrolling soldier reaches your position, then whistle to attract him for an easy kill. Return 
to your original Stalking Zone. When the second patrolling soldier turns away, wait until he 


| begins to walk, then double assassinate the stationary pair. You can then sprint over and 


eliminate the final soldier before he turns. 


You don't actually need to eliminate the guard standing in front of the hay-filled cart to 
sabotage the third bell: simply approach it carefully, just outside his field of vision, then 
tap @ and move back into the Stalking Zone. If he sees Kenway, simply wait until he 
approaches before you quietly assassinate him. Either way, you are now free to climb the 


| scaffold for the final approach to the prison. 


There is a troublesome Gunner with a hair-trigger above the main gate, so stay out of sight by the crates, and wait for the two soldiers to set off on their patrols. Though you can technically 
bypass him, it’s prudent to disable the soldier walking along the sunken path towards the far end of his patrol to avoid later complications. At the corner, wait until the soldier walking the 
next wall section turns away, then double assassinate the two sentries and go back to the Stalking Zone. When their patrolling colleague returns to investigate, assassinate him as well. You 
should then follow the highlighted path to reach a rooftop. You may need to quickly move away from the edge to allay suspicion if a soldier spots Kenway during the approach. 


Watch the guard below. When he moves away from the open doorway, perform a Leap of | 
Faith into the pile of hay, then dash in through the entrance. When you reach the glowing 
door, quickly press @ to transfer to the prison interior before Kenway is detected. You can | 
only open this door if he is anonymous: if you have an active alert, or a guard moving to | 
investigate, you must deal with the situation before you can proceed. 


Follow the linear path, dispatching guards as you reach them, until you reach the eeils 
where Anne and Mary are held captive. Combat is inevitable here, but you can start by 
double assassinating the two Brutes. Ah Tabai will arrive to assist as you approach the Geiss 
Interact with the door to trigger a cinematic. The final moments of this Memory are entirely 
story-focused. To avoid spoilers, we'll hold our peace. 


Walk along the corridor until it turns to the right; press against the wall and ture the 


| nearby guard over for a corner assassination. The large room beyond has three soldiers 


walking patrols. As there's no penalty for combat, it's more convenient just to dive in and 
defeat them, Before you continue, approach the cell highlighted here (directly to your right 


| as you enter the room) and press @® to interact with a second “old friend” to complete the 
related Optional Objective. 


MEMORY 02 \ “DELIRIUM’ * 


This begins immediately after “To Suffer Without Dying”. There are no Optional Objectives or noteworthy challenges for this narrative-focused Memory, and it’s far more enjoyable 
to play it without any advance warning of what occurs. 


MEMORY 03 \ “...—EVERYTHING IS PERMITTED” 


Optional Objectives | Notes & Further Reading 


™ Use the Rope Dart to hang two guards. | ™ You regain the Jackdaw and the ability to explore the Caribbean after “Delirium” ends, so there’s no grand hurry to continue 


% Use the Rope Dart to pull three guards. the main storyline if you would prefer to attend to other activities for a time. 


© This mission unlocks the Rope Dart —the final major addition to Kenway’s arsenal of attacking options. There are tips and 
tutorials on its use during the mission itself, but you can refer to page 246 for further information. With crocodile leather and 

| black jaguar pelts, you can expand Kenway’s carrying capacity to 15 via crafting. This removes the one drawback to this 

| powerful weapon. 


™ Note that you can also craft ammunition at any time by using bones collected while hunting. if you wish to complete the two 
Optional Objectives, it’s a good idea to ensure that you have several bones in your inventory before you begin. As Rope Darts 
are an entirely uncommon spoil of looting, this gives you a little more flexibility to meet the requirements. 


Once you are ready to begin, Fast Travel or set sail for Tulum on the west side of the map. 
Approach Adewalé at the waypoint and interact with him to start the Memory. When play | challenge being to meet the Optional Objective requirements before you run out of targets. 


This is a short and action-packed mission once the fighting begins, with the primary 


tesumes after the introduction, follow Ah Tabai unti! the conversation ends. Kenway must then 
assist the Assassins in repelling an attack on their settlement. Run through the waypoints until 
3 you reach a highlighted position in the trees. From here, use G to highlight an enemy soldier 
below, then hold & and €® in the opposite direction to hang them from the tree. 


A second battle takes place when you reach the next waypoint. If you position Kenway in the 
trees above before the soldiers run in to attack, you can score another hanging kill. If you 
need more, you can simply sprint back to the upper area and repeat the same trick. 


| Finally, make your way to the enemy ship. The Gunners on board may fire on Edward during 
Rope Dart attack. It’s particularly efficient at knocking Captains and Brutes from their feet for | the approach: be sure to hold @ to stealth swim if you see the distinctive target icon appear. 
| 


” For the femaining section of the battle on the beach, you now only need focus on the “pull” 


Once you have hit the allotted total of 20 enemy soldier deaths, you only need to defeat the 
Captain to end the Memory. A Smoke Bomb in close proximity is sufficient to set up a quick 
| and easy assassination finish. 


quick kills. If you are missing a hanging kill to meet the other requirement, the branch shown 
here may lead to suitable opportunities. - 


Freed from almost a year of imprisonment, Kenway assists Ah Tabai in saving Anne Bonny (an old acquaintance from Nassau) and Mary Read (an Assassin better known, of course, 
by her James Kidd alias) from a military prison. Mary, desperately sick after complications arising from her recent pregnancy — a gambit or coincidence shared by Anne, which had 
forestalled a trip to the gallows for both after their earlier arrest for piratical crimes — does not survive the escape. 


After Ah Tabai departs with Anne, Kenway embarks on an indeterminate period of blind drunkenness, in which his crazed hallucinations and recriminatory dreams enable him, albeit 
obliquely, to come to terms with the tragedies and trials that his decisions have caused in recent years. He is discovered, ruinously hungover and sleeping rough, by Adewalé, who —in 


a brief and bittersweet encounter — returns the Jackdaw to its erstwhile captain, yet stands down as quartermaster having pledged his lot with the Assassins. 


Acceding to Adewalé’s request that he visit Tulum, Kenway arrives to find the Brotherhood weakened by attacks by Templars and their agents, the result of his actions under the guise 
of Duncan Walpole years before. After he helps to repel a further assault, Ah Tabai — intrigued, perhaps, by Kenway’s evident sorrow and greater awareness — offers the Brotherhood’s 


support in his search for Roberts. 


MEMORY 01 \ “A GOVERNOR NO LONGER _ 
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Optional Objectives | Notes & Further Reading 

Kill the diplomat from a haystack. | ™ If you have yet to explore le a Vache (see page 182), you should do so now: as Sequence 12 begins with Kenway anchored just 


© Kill Rogers from-a bench. off its coast, it's a convenient time to visit. 


| = You may wish to try this Memory without our assistance on a first playthrough to get the full experience that its designers 
| intended. it's perhaps a little too quick and easy once you have prior knowledge of where to position Kenway at key moments, 
as our walkthrough here distils all potential steps to a very clinical routine. 


Sequence 12 begins with Kenway conversing with his new quartermaster as the Jackdaw sails in the southeast of the map. Kingston is the destination of the next story installment, so make 
your way there when you are ready. Speak to the Assassin at the @ marker to begin. Your first task is to locate an Italian diplomat in the search zone southeast of your start position For an 
advantageous start, position Kenway between the Viewpoint and the general store, then use Eagle Vision to identify your target. With the diplomat marked, there is no need to follow him 
around. Simply move to the rooftops of the building shown here and keep your target in sight until he approaches along the main path from the east. 


When the diplomat moves within 30 meters, jump onto the path and climb the ladder, as shown here. From the rooftop, perform a Leap of Faith into the hay pile in the small restricted 
area — and then bide your time. When your target arrives, you get a brief window of opportunity to assassinate him. Watch for the special onscreen prompt, then strike after the target's 


bodyguards move away. (As a point of interest, if you do not assassinate the diplomat here, he leads you on a tour of similar sites, with the same restrictions: a small period of time where 
an assassination is allowed.) 


When play restarts after the cutscene, walk to the waypoint. Rogers will easily (notto mention | Watch to the left; you will see the target marker highlighting Rogers as he begins circulating 
quickly) recognize Kenway if you stand in plain sight. Turn left to walk behind the cover ofthe | among the guests. After no more than a minute, he will walk past Kenway’s position. Perform 
veranda and sit on the bench in the position shown here. | the assassination when he is highlighted. 


After the “white room” cinematic, decisive action will enable you to escape the area without a Sprint over the street to reach an alleyway between the two houses, dropping a Smoke Bomb 
major fight. Immediately walk around the corner of the veranda (the direction that Rogers arrived | to deter pursuit. You can then turn south, and run unimpeded until you exit the search zone. 
from moments earlier), align the camera, then perform a running assassination on the soldier | Return to the waypoint marker to conclude the Memory. 

before he can identify Kenway; if you're feeling creative, a Berserk Dart would also suffice. 


MEMORY 02 \ "ROYAL MISFORTUNE’ _ 
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Optional Objectives 
« Kill eight guards by destroying powder barrels. 
a Use a Rope Dart to kill Roberts. 


Notes & Further Reading 


« A certain level of Jackdaw improvements are essential for this Memory. 
You should, at very least, have the Advanced Hull, Advanced Mortars and 
Reinforced Mortar Storage upgrades, or better. The improved hull will enable 
you to weather attacks, while the mortar is your best hope for a speedy 
resolution to an otherwise difficult naval engagement. 


™ You should definitely replenish your stocks of all ammunition types before you 
begin, particularly bullets, Rope Darts, Smoke Bombs and Blowpipe darts for 
Kenway, and mortar shells for the Jackdaw. 


Target the powder barrel shown here using free aiming, and wait until the large patrolling | 
group moves within range. They will usually pause for a moment in this position. Shooting 
the keg will set off a chain reaction, usually killing five or six soldiers instantly. Other guards 
will immediately rush to the area. While it is possible to evade detection by moving back in 


You cannot Fast Travel direct to Principe to begin this Memory, so either sail there or opt for 
another Fast Travel position — Tortuga is closest, though Great Inagua is safer. On arrival, 
jump into the sea and swim to the position marked on the accompanying screenshot, then 
| conceal Kenway in the Stalking Zone, 


We focus on the steps required to complete the first Optional Objective here. If you wish to 
head directly for Roberts, skip to step fifJ. Run behind the row of houses to reach a Stalking 
Zone in the distance; you may recognize this area from your earlier visit to Principe. When 
you enter the first Stalking Zone, eliminate the nearby Brute: this makes it easier to escape 


the Stalking Zone, only eliminating guards who move close, it’s probably a better idea to just | the area after your next action. 


leap out and wipe them all out in a fight: stealth is definitely not a priority in this Memory. 
As ever, liberal use of Smoke Bombs can turn the tide of this battle firmly in Kenway’s favor. 


From the Stalking Zone, look to the northeast to have a clear free aiming shot on the powder 
barrel, then wait for the patrol to move inside the potential blast radius. After you open fire, 
stay hidden in the Stalking Zone and retrace your steps behind the houses to the slope 
leading to the upper area. 


} 
} 
| 
{ 


At this point, your only priority is to locate Roberts. From the top of the sloped path (which 
should be clear of enemies after the earlier explosion and following melee), sprint via the 
| route shown here to reach your target. Though guards will run to engage Kenway, you can 
| Safely ignore them — or, in a pinch, drop a Smoke Bomb to deter pursuit. A checkpoint is 
| triggered at the very moment that you cast eyes on Roberts after entering the stockade, 
i 


Roberts will leap onto his ship, which will sail away before Kenway can reach him. You must 
then fight his soldiers for approximately 10 seconds while you wait for the Jackdaw to move 
into position. Don’t get too engaged in combat: time is of the essence here. It’s better to 
position Kenway close to the tree that he will use to reach the Jackdaw, dropping Smoke 
Bombs to incapacitate assailants. 


When the Jackdaw arrives, leap onto the closest yardarm and drop down to the platform. 
You can then jump to the nearby hook (€@, High Profile Button + @%) to rapidly descend 
to the deck. Run to the wheel and take control of the ship before the countdown expires. 


As you set off, steer the Jackdaw to the right: you cannot follow the Royal Fortune directly 


at this stage. You can, however, begin to whittle away at the vessel’s structural integrity with | 


mortar barrages. The Royal Fortune will reply in kind as you move within range. 


When you sail into the Royal Fortune's wake, try to steer the Jackdaw on the inside of 
the turn (to the right of Roberts’ ship) to avoid fire barrels (which, where necessary, you 
can obviously destroy with the swivel guns). Meanwhile, alternate between chain shot and 
mortar fire to deplete its health bar. With a heavily upgraded Jackdaw, you may achieve this 
long before both vessels reach the open sea. As it is not possible to incapacitate the Fortune 
before a very specific point (you may note that its health remains fixed with a tiny remaining 
sliver of yellow), you can cease your mortar fire at this stage to conserve ammunition. 


When the British ships arrive and open fire, ignore them: the Fortune is your only concern. 
Hit the vessel with any weapons you please until it is ripe for boarding, then move in close 
and do just that. As soon as Kenway releases the wheel, ride the lift directly ahead, then 
move into position to await a suitable alignment of the yardarms that will enable you to 
jump to the Fortune. 


Make a careful approach to avoid being shot by the Gunner on the platform close to the 
position where Roberts stands below. While you can usually cross the ropes and eliminate 
him up close, it’s better to just kill him as soon as you move within pistol range. You can 
now move to the position marked on the above screenshot. Select the Rope Darts, carefully 
ensure that Roberts is targeted on the deck below, then hold @ to kill him, completing both 
the second Optional Objective and the Memory. 


MEMORY 03 \ “TAINTED BLOOD" 
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Optional Objectives Notes & Further Reading 

™ Stay out of combat. ie Replenish your stocks of ammunition if they are tow after the previous Memory. Bullets, Sleep Darts and Smoke Bombs are 


particularly useful. 


® If you have not acquired a new pisto! set yet, this is probably an opportune moment to do so. See page 246 to learn more about 
your options before you commit to a purchase. We would also strongly recommend that you have at least two Pistol Holster 
upgrades and at least one Pistol Ammo Pouch upgrade. See page 249 for details. 


Use two guards as a human shield. 


™ Havana is one giant Restricted Area for the duration of this Memory due to a curfew. Naturally, this is not a good time to hunt for 
collectibles or attempt to undertake other optional activities in the city. 


{ 


| 
| 
Fast Travel to Havana, and — avoiding guard patrols — speak with the Assassin at the @ | Free run to the north, along the rooftaps, until you can see the Templar group standing at a 
marker to begin. You should then follow the route shown here. The “Stay out of combat” | back entrance to the cathedral, then use Eagle Vision to identify them. 

Optional Objective does not become active until later in the Memory, but it’s still a good 
idea to tranquilize Gunners and other elevated sentries with Sleep Darts before they notice 
Kenway. Your first such target is encountered as you approach the cathedral. / 


eat. Vv. 
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Once the Templars begin walking, move back along the row of rooftops. As it's possible | The Templars will turn left as they leave the cathedral grounds. Ensure that you have them 
for Kenway to be spotted here, it makes sense to run ahead. Remember to stay within 40 {| marked with Eagle Vision to enable Kenway to see them through solid surfaces, then wait 
meters of your targets. above until they turn left once again. 


El Tibur6n will make his presence felt ina situation on the street below: don’t be tempted to | When you reach this position, a Captain will detach from the group to check a hiding spot. 
intervene in any way, and keep tailing your targets. | This is a good opportunity to run ahead and eliminate a Gunner on a nearby rooftop. 


As soon as the previous Gunner has been disabled, continue on the path shown here to deal 
with another. It's prudent to hit him with a Sleep Dart for an easy approach. 


Free run through the trees to reach the outer wall, then climb to the edge. 


| 
{ 
smn | 


There is a Captain walking a long patrol around the edge of the upper level. If he is 
approaching, hit him with a Sleep Dart. You can then move out onto the rope above the inner 


courtyard. Ensure that the marked target is highlighted, then perform an air assassination. 


In the confrontation with El Tiburén that follows, you should note that he is effectively 
impervious to everything but pistol fire. For the first part of the fight, most players will wish 
to concentrate on the Optional Objective. While taking care to avoid the Spanish giant, focus 


on parrying attacks by his allies. When El Tiburén raises his pistol to take a shot, you can use 


one of the weaker soldiers as a human shield. Repeat this twice to satisfy the requirements, 


| 
{ 
} 


You must now eliminate two enemies in fairly quick succession: a Scout directly ahead, and 
a Gunner ona low rooftop further along. Hitting both with Sleep Darts before you run in close 


| to knock them out is the best strategy. Meanwhile, the Templar party will enter the fort. At 


this point, the Optional Objective to avoid combat becomes active. 


| 
\ 
{ 
{ 


| You have at feast three guards to neutralize to maintain stealth during your approach for the 


| 
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| assassination. Start by assassinating the Gunner close to the Viewpoint tower when his back is 
| turned, then hit both Scouts shown here with Sleep Darts before running over to knock them out. 


When you are ready to put your assailant down, eliminate the guards and hit him with pistol 
shots. Other soldiers will run in to replace their fallen comrades after a short interval; make 
killing these a priority. If El Tiburdn is poised to fire and you have no available human shield, 
you can either shoot the giant or drop a Smoke Bomb to interrupt the attack. If you need 
additional bullets, you can find them in crates dotted around the “arena”. After the white room 
valediction, you must reach a waypoint in the far south of the city. The easiest way to achieve 
this is to run into the lift shown here and then dive from the east corner of the fort to the water 
below. From there, you can easily swim, submerging when required, to within 50 meters of the 
waypoint to the south. However, we would recommend that you attempt to fight your way there 
on land at least once: it's an exhilarating race, with more than a few surprises. 


MEMORY 04 \ “EVER A SPLINTER’ _ 


After assassinating Woodes Rogers al a party in Kingston, Kenway returns to Principe to track down Bartholomew Roberts. Though he attempts to escape, Roberts discovers that even 
his Royal Fortune is no match for the Jackdaw. As the decks of his mighty ship are bloodied during the boarding, Kenway strikes decisively. Roberts, stoic in death, congratulates his killer 
on his tenacity — but then, apropos of a strange purpose that isn't immediately clear, makes the dying wish that Kenway destroy his body to prevent it from failing into Templar hands. 


Later, in Havana, Kenway tails Grandmaster Torres across the city to eliminate the Templar leader... only to find his victim is a dupe in a trap sprung by Templar enforcer El Tiburon. 
Though Kenway conquers the mighty Spaniard, who once humbled him effortlessly in their first confrontation so many moons before, he takes no pleasure in the death of a man he 
regards as a fellow soldier. When he receives word that Torres has travelled to Long Bay, hoping to claim the Observatory, Kenway sets Sail in pursuit... 
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Optional Objectives 
™ Free seven Guardian hostages. 


™ Use the Observatory’s defenses to kill four guards. 


Notes & Further Reading 


® Though you can naturally return to enjoy optional tasks and free roam in both 
the past and present after the closing credits, this Memory (and the linear chain 
of events that follow) takes you to the end of the main storyline, We mention 
this as a courtesy to players who might wish to complete a perfect 100% 
Synchronization score in a single playthrough. 


= Be sure to replenish Kenway’s ammunition stocks before you begin, with Sleep 
Darts a particular necessity for the first Optional Objective. 


As you will remember this location well from your earlier visit (and, perhaps, subsequent 
journeys here to explore), you should have no problems with finding your way to the | 
Observatory. Our walkthrough will focus only on the steps required to free the Guardian 

hostages for the first Optional Objective. On arrival at Long Bay, follow the linear sequence | 
of waypoints through the jungle until you reach the beach before the caves. Use Eagle Vision | 
to detect the soldiers close to the Viewpoint tower. Hit the soldier and the Gunner with Sleep | 
Darts, then run forward to assassinate the Brute when he moves to investigate. You can then 

free the first group of Guardians and head for the caves. 


Further into the caves, there is a final group of four soldiers with three Guardian prisoners. | 
From the Stalking Zone overlooking their position, hit the closest patrolling soldier with a | 
Sleep Dart, then do the same with the two Gunners in the distance. You can then run in to 


eliminate the fourth target and free the captives. 


You cannot Fast Travel directly to Long Bay to begin this Memory, so pick a nearby shortcut 
and then approach the location from the north. There ate two imposing men 0’ war to the 
west and east of the landing location, and you'll need to fight and incapacitate at least one 
to reach your destination: Long Bay is unavailable if you are in active combat. If you hug 
the coastline from the east or west, you can usually lure one of the vessels away, leaving its 
companion undisturbed and a clear path to land once the battle ends. 


Be cautious when you enter the caves: the second group of Guardian prisoners is in the 
area below when you reach the top of the sloped path, and there is a patrolling soldier who 
can easily detect Kenway. You only need to take out the Gunner to remove the immediate 
danger, so you might as well perform an air assassination on him, then kill his two soldier 
companions in open combat. 


With the Optional Objective satisfied, follow the waypoints to reach the Observatory 
entrance, then make your way to the first large cavern. When you come to the moving blocks 
in this position, quickly free run to reach the moving platform before it passes. Be ready to 
fight the Spanish soldiers when you arrive. 


You must now use the moving ledges to reach a platform ‘on the far right. Start on the When the camera is realigned to highlight a free run course, jump over to the beam. From 
left-hand side, then move to the next ledge in line. whenever your current ledge reaches | here, leap to the illuminated platform above the doorway far below. After Kenway lands, run 
its highest point. to the waypoint. 


To complete the second Optional Objective, you must use the Observatory’s defenses — | Use the moving platforms to reach a ledge to the left of the area where Torres stands. After 
specifically, the bright “disintegration fields” — to kill four soldiers. To accomplish this, | Kenway plummets to a lower level, swing on the bars until the final bar in the line provides 
use the throw move: press @ to counter an attack, then tap & again while simultaneously | access to a ledge on the wall. 

directing the throw towards an active security field with @. 


and the locations where the Observatory's security fields regularly activate. Stop just before 
these and wait until they are shut off before you traverse to a position close to the next beam. | the “disintegration field” above his head is inactive and Kenway is within range, perform an 
After the third and final instance (a daring lunge to the right), climb up to the platform above. | air assassination. 


i 
— | | 
In the accompanying screenshot, we mark the direction in which Kenway needs to move Jump to the second of the two moving pillars, then leap to the ledges above when they are 
| 


Both the past and present strands of the Assassin's Creed IV storyline end with events that are entirely focused on concluding the parallel narratives, and require no guidance to enjoy. 
You will find, however, that there are still plenty of places to explore, activities to engage in and secrets to find. 


After the final visit to the present day, you can officially move freely through all previous areas of the Abstergo Entertainment office to collect remaining sticky notes and hack computers 
for fascinating files. See page 220 for our complete guide. 


In the past, we'll wager that you will still have countless hours of entertainment to enjoy as you travel the Caribbean map in search of new adventures. Turn to the Charts & Collectibles 
section of the Side Quests chapter (see page 130) for assistance in setting a course to fresh challenges. 


within range. Traverse to the left and climb to the beam above. Watch Torres carefully. When ¥ 
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In this all-encompassing reference section we provide guidance for every last 
side quest in Assassin's Creed IV. We also embark on a tour of all potential 
destinations, documenting the locations of every last collectible item in addition 
to assorted points of interest. 


SPOILER WARNING: Though we have taken every step to avoid story 
spoilers, it should go without saying that this chapter openly discusses 
feature unlocks, concepts and locations that you may not have encountered 
yet during your playthrough. If you are averse to gameplay spoilers, you can 
use the vertical navigation tab, the index at the end of the book, or our map 
directory (see page 131) to locate and jump to:information of interest without 
studying sections that aren't pertinent to your current position in the story. 


the availability of new areas or upgrades. 
chapter and other sections of the guide. 


SEQU B The city of Havana, general stores, Fast Travel between Synchronized regional Viewpoints and the Smoke Bomb tool are unlocked. Couriers also first appear as an ambient activity. 


————— 


Memory 03 in. 58) Memory 04 [pS 


Memory 02 (p. 57) 


| Nassau is formally The concept of ship-to-ship The Wanted Level system, 
land-based animals and | Travel between F) potential destinations north of introduced; the ability to combat and the boarding the Pirate Hunter ships that 
the crafting system are all © §@ discovered locations © the Conttoyor zone to the west recruit crew members is process are formally enforce it, and the two means 
Be unlocked. (and individual 5 and the Punta Guarico zone unlocked (page 234). __ introduced. of reducing it are unlocked 
Synchronized @ to the east are available for (page 240). 


Memory 01 (p, 5€ Power Tip 


The Jackdaw, hunting = Immediate Fast S) Atthe end of Memory 01, most 


Viewpoints therein) 3 exploration; further passage to 
} is unlocked. j the south is restricted. 


Memory 01 (p. 68) Power Tip. 


P Security Level clearance andthe #9 The Great Inagua hideout and its potential upgrades are unlocked, and §, Legendary Ships appear in four locations fj You can hunt animals on land 

B) ability to hack computers to obtain all four Templar Hunt side quest stories are made available for play. | on the map (page 216), but are resolutely and sea to craft all remaining 
files are unlocked at Abstergo The online-only Kenway's Fleet metagame is unlocked when you a late-game activity unless you have |) upgrades for Kenway. 

= Entertainment (page 220). E leave Great Inagua (page 218). 7 completely upgraded the Jackdaw. 


Mamory Ot [p 74) Power Tip Memory 03 (p. 83) 


The Punta Guarico Naval Fort is unlocked.  #@ {tis now possible to conquer all forts, unfog the | From the end of Sequence 05, the previously inaccessible area in the northwest of the 
; & map, and complete all Naval Contracts. _ Kingston map (which includes collectibles and a Viewpoint) is opened up for exploration. 


Memory 01 (p. 84) 


Memory 02 |p 103) 


The Principe location is unlocked (page 166). 


Mamory 03 (p 110) Power Tip 


The Long Bay location is unlocked (page 177), From the end of the Sequence, Long Bay becomes available as a Fast Travel | This marks the first potential opportunity to reach 100% 


destination, which means that you have unlocked all potential locations. 


completion for all collectibles. 


Present Dny! Part Four Power Tip Memory 05 (fp 


The Bunker level of the Abstergo Entertainment office becomes available (page 220), and First opportunity to claim the Mayan Outtit from Th i 
you are granted Security Level 3 clearance. once Mi have y Mayan ae a [eae 


Memory 04 (p. 125) 


SEQUENCE 12 > 


From the end of the Sequence, you can fully explore Abstergo Entertainment (page 220). 


Memory 3 (51) Sy 1 
The Pistol and Hidden Blades are unlocked. Special enemy “archetypes” make their first appearance in likely combat situations (nage 241). Pemrtea! 


2 I Ee GATES . aN — nee, 
Bower Ti: | _@ Memory 05(p 60) © ; : 


-Jackdaw upgrades purchased via the captain's Warehouses are both Yeu can hunt most varieties of animal on land to gain many of There are a handful of Your opportunities ta 
cabin or Harborinasters ate made available, and ~ introduced and unlocked Kenway’s most important upgrades: wild pigs on Mariguana Island Treasure Maps (page 130) acquire metal are limited . 
Cargo can now be acquired (and later sold for as a potential activity (page 152) for Pistol Ammo Pouch |, deer on Salt Lagoon (page 153) to collect in the north of until Sequence 04, but tet 
a profit) while roaming the Caribbean. You can (page 208). for Health Upgrade II, crocodiles and rabbits at Nassau (page 142) the map, which provide you can plunder this vital 
conquer Naval Forts in the north of the map : “+ for Pistol Holster IV and Smoke Bomb Pouch Ii, plus jaguars at sufficient funds for some upgrade resource in the ates 
(page 193), This in turn provides access to the Cape Bonavista (page 136) for Health Upgrade IH. You can harpoon fairly significant early- seas close to Crooked 
first available Naval Contracts (page 212). Be hammerhead sharks to obtain Pistol Ammo Pouch If (page 248). game Jackdaw upgrades. Island (page 151). 


a ea | __ Momary 04 (0.73) 7 


From the end of the Memory, the entire When you set sail from Great Inagua, you can potentially embark The Blowpipe and its two dart varieties are unlocked, while Assassin -- Tulum is made 


nt + 
Caribbean map is opened for exploration, On a purposeful and profitable tour of the full Caribbean map Contracts and the purpose of the Mayan Stones are formally available for free 
with the exception of a few destinations that before you make your way to Tulum to continue the story (see introduced, You can now craft Sleep Darts and Berserk Darts with exploration, 
are unlocked later in the story. “The Great Tour’). ae bones acquired while hunting, 


As most destinations on the Cauibbeah map are not visited 
funing the fain storyline (wilh many thal are serving as briet 
waypoints), the process of exploring this huge play area and 
exploiting its riches (5 entirely down to you. As it happens, there irae 
1S a loqida! route (pictured here) that will enable yau to plunder 
each destination (and its surrounding seas) to fund Jackduw 
— upgrades (hat will help Kenway's vessel to contend with the ' 
greater challenges that lie ahead. Z YATE GSES 


The optimal time to begin this grand journey is in Sequence wee SO TRACTS 
O6. affer you obldin the Diving Bell. though you can begin the 

northern jeg of the tour as early as Sequence 03, and potentially =— CoRRMAE PSBHEN 
canguer all forts, with the exception of Punta Guarico, in 

Sequence 04 VENAY SPER 


Your priorities during this epic journey are as tallows: SETA MENI 


* Spee O¥eTy OR YOR ane 8) JackGan upgraies: Aress 7 i a 
hegels Suceess: the more powerful your ship is, the easier 
it is to take prizes and ourchase lurther enhancements (see | ears 
page 236). 


When you start in each zone, conquer Hs tart first (see page 193). 
This untoys the map for the zone, provides additional funds, and 
removes a Restricted Area 


Though power gamers seeking full 100% completion will search tor all collectives, those lass enamored with the 
5 of picking up every fast object Should sil make Treasure Maps a priority (page 130). these otfer tens of 
sands ot reales in total. Treasure Chests alse aradually contribute a significant Sum to Jackdaw upgrades. 


Completing Naval Contracts (page 212) as they become available ean contribute a quite sizable surn af reafes 
and not inconsiderablé quantities of valuable catgo. You may need to skip high difficulty missions until later. 


Start sermling more powertul vessels to Kenway's Fleet (page 218) as soon as you reasonably can. This will 
enable vou to genérate substantial amounts of money 
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CHARTS & 


It's possible to while away countless hours by exploring the Caribbean. These seas 
feature dozens of unique locations, many of which are not visited at all during the 
course of the main storyline: remote islands, caves, shipwrecks, ancient Mayan 
ruins and burgeoning settlements where you can purchase supplies. 


Though your agency, curiosity and cupidity are restricted by Desynchronization 
boundaries in Sequence 03, completing the double-bill of main story 
Memories that begins with “A Single Madman” and ends with “This Old Cove” 
at the beginning of Sequence 04 is all you need achieve to unlock the entire 
Caribbean map. With only three potential destinations off-limits until tater story 
developments, you could spend days venturing between the many islands... and 
still not see all that the entire area has to offer. 


NAVIGATION TIPS 


Before we continue with our guide to every major location in the Caribbean, we 
should remind you how to make a permanent mark upon it. While Viewpoints 
are used to unfog the map and reveal collectibles for each locality (usually one 
for smaller islands, perhaps a handful for larger destinations, and several for 
cities), you must conquer Naval Forts to reveal portions of the wider map. If you 
look closely, you will notice that the Caribbean is divided into 11 zones. Each 
of these corresponds to a local fort. Complete the objectives to take that base 
by force, and all undiscovered locations within the zone will be automatically 
revealed on the map. In addition, all uncharted collectibles — that is, those that 
appear on isolated sand bars and beaches — are also documented. 


The following points will also help you during your travels: 


™ The coordinates system employed in the game is extremely easy to use. Each 
point (and therefore location) on the map has a unique set of coordinates 
expressed as “xxx,yyy”. 0,0 is in the southwest corer, 1000,1000 in the 
northeast. See page 31 for details. 


™ The poster supplied with this guide provides a fantastic overview of the entire 
Caribbean region. It's especially useful for plotting a route between uncharted 
collectibles. 


™ All vessels and sea creatures that you will encounter are broadly determined by 
the fort zone that you are traveling through. We dedicate a page to each zone, with 
guidance on what you might encounter within the borders of its unique region. 


™ Remember that every location that you visit (and Viewpoint that you 
Synchronize with) is a potential Fast Travel destination (see page 240). 


HUNTING COLLECTIBLES: USEFUL TIPS 


® The custom marker function on the main map is phenomenally useful when 
you are fooking for collectibles. The icon for the item in question is physically 
displayed on the screen when you {ook in its direction, even if it is obstructed 
by walls or is too distant to behold. 


= Items above or below Kenway’s current position are slightly grayed-out on the 
mini-map. {f in doubt, always visit the main map to apply a custom marker — 
these help to solve any elevation-based doubts in seconds. 


® Once you have picked up all collectibles and completed side quests local 
to a specific area, its icon appears in gold on the main map. There is also 
a brief fanfare and an automatic display of the information provided by the 
Collectibles Button to herald this achievement. 


™ Even if you have yet to conquer a fort in a Caribbean zone, sailing close to a 
beach or sandbar that features a collectible item will lead to a prompt to press 
CS to view that location. This also serves to permanently mark the item in 
question on your map. 


« Finding all dig sites for Treasure Maps is hugely rewarding, and this is 
something that we cover in great detail (including classic “X marks the spot!” 
pictures) throughout this section. See the “Treasure Map Directory” for page 
references to all maps and the locations they lead to. 


COLLECTIBLES - 


TREASURE MAP DIRECTORY 
| : Map Acquisition 
Havana 


Buried Chest Location Page 


— 


| Great Inagua Nassau 


Isla Providencia : x ; Long Bay 
Cape Bonavista ™ Cape Bonavista i 
| Petite Caverne ‘ Tulum 
| Ambergris Key _Misteriosa 
| Anotto Bay Principe 
- Misteriosa a Kingston 
Pinos Isle : 160 Cayman Sound 
| Tortuga _ Tie Matanzas 
Abaco Island . 146 Salt Lagoon 153 
| Corozal | 169 | “Ambergris Key [ 207 
lle a Vache - 182 +, Jiguey L197 
Andreas Island Abaco Island 146 
‘Satlagon | 188__| New Boe 75 | 
| Santanillas i ie 170 | San Juan — 205 
Cumberland Bay 165 Pinos Isle 7 160) 
“Mariguana Island — 452 ; | Anes sand am 145 = 
Cayman Sound 161 Petite Caverne - 197 
a > i- “Cumberiand Bay ie 165 
Kenway's Fleet | 218 isla Providencia i ae | 
| Anotto Bay : 206 


Many top-tier Jackdaw upgrades can only be purchased once you have 
acquired a requisite design plan from a specific location. This table 
documents all steps required (and appropriate page references in this 
chapter) to collect all “Elite” design plans. 


F Upgrade { Further Information ; 
: | Open a specific Treasure Chest in the San Ignacio Wreck (visited ; 
Pek kos during a main story Memory — see page 76). 4 


Broadside Cannons — Open a specific chest while exploring the The Blue Hole 
Elite Set underwater shipwreck (see page 200). 


Open a specific chest while exploring the La Concepcion 
Shipwreck (see page 202). 


| Elite Ram 


Open a specific chest while exploring the Kabah Ruins 


Elite Round Shot Strength underwater shipwreck (see page 198). 


Open a specific chest while exploring the Antocha Shipwreck 
(see page 204). 


Elite Swivel Guns Open a specific chest while exploring the Devil's Eye Caverns 
underwater shipwreck (see page 199). 


: Find the Treasure Map while exploring the Ambergris Key cave 
Elite Heavy Shot Strength (see page 207), then visit Misteriosa to dig (see page 174). 
Se r a 
Collect the Treasure Map from Santanillas (see page 170), then 
visit San Juan to dig (see page 205). 


Elite Mortars 


Elite Fire Barrel Strength 


Pick up the Treasure Map from Cayman Sound (see page 161), 
then go to Petite Caverne to dig (see page 197). 

a - a 
Obtain the Treasure Map from Tortuga (see page 167) and visit 
the dig site at Matanzas {see page 140). 


Elite Heavy Shot Storage 


Elite Mortar Storage 


sl 
Obtain the Treasure Map from Kenway's Fleet (see page 218), 
then visit Isla Providencia to dig (see page 172). 


Elite Fire Barrel Storage 


Collect the Treasure Map from Mariguana Island (see page 152), 
then excavate the chest from Andreas Island (see page 145). 


| Elite Harpoon Strength 


—_—— 
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~ MAP DIRECTORY 


| Zone | Icon Name (Coordinates | Page 
H i ee. is eeepc 
io Havana (240,607) | 132 j 
Eleuthera Vi | Fort Diy Tortuga | (254,749) | 135 
| saat | Cape Bonavista (179,593) } 136 
= } _ - een 
© | BL | satkey Ban (495,634) | 138 
el a _ 
Dry Tortuga S| fa | Florida (40981) 139 
| GH | Matanzas (333, 50) | 140 
| }————— ——~| 
' 8 j San Ignacio Shipwreck (379, 770) ; 84 
| |W) | Nassau (633,784) | 142 | 
|. | BS Fort Eleuthera | (726,784) | 141 
el | —— = = = 
|S | WB | andreas sian — | 679,720) Ms 
‘ Lo { i 
cs Gab | Abaco island | (606,835) | 146 
p \ } ee | 
7. Castillo de Jagua | AE | cat istand | (742,695) | 147 
Ti , f | | Great inaqua | (845,468) 148 | 
Chinchorro. ae a < Punta Guatieo | | ft ee (687,521) | 150 | 
> ~~ | } 
- TRE | Crooked Island | (807,541) | 151 
| ! / g | iT | Matquana sand | (880,544) | 152 | 
— | ia | Sait Lagoon | (749,625) | 153 | 
ae i a ey | viguey | 665.599) | 197 | 
“hh its ; | 8 Varieete Shiniwack | (630.660) | 204 
Serranilla K | | a= a aa ie? Saal 
\ Navassa 1 | | &D | Black isiand | (985,626) | 154 | 
|_| EL | Fort conttoyor (102,547) | 155 
i i=] { eee eee 
| & : 
| 2 | ) | Tulum (70,405) | 156 | 
© | & | sect ce stand __| 67533) | 157 
i — en rnemnnnnmeennneneeneiceimenm | | ‘ag | Castllode Jaqua | (856,556) | 158 
wall | ee ae = : 
aes Colecle Type ” ER ree (192,563) | 159 
| a t — fe —: ~nn _ 
f |g | See 
} <a Chest | Money (usually anything between 200 to 300R,), and occasionally ammo. | 2 { z ie Ble Seza)) canes 1 a 
- =e Mere A | | B | Rib | caymansound | (327,334 | 161 
AVIS | Required to complete Abstergo Challenges and uriock cheats, as well as Emblems and Titles f forthe Multiplayer | The Black Trench | (215,449) | 203 
» Fen ciment mode. Animus Fragments are often found on rooftops or in trees, and usually require brief sessions of climbing or et = + 
g | free running to obtain. If they appear suspended in the air, a Leap of Faith is usually required to reach them. | Fe | Cabo de Cruz | (566,390) | 162 
| | fg | RB | srantcayman oor s20) | 163 
i Treasure Map | These are found next to cadavers. They lead to buried chests. | {| 8 Sian | (479,487) f 306 
| (ee | 8 Devil's Eye Caverns | (487,357) | 199 
| $3 is d Chest | Design plans for the Jackdaw’s elite upgrades, and 3,000 to 4,000R. ' - ee + ae 
j Burled Ches | Buried chests can only be excavated once you have the corresponding Treasure Maps. , i eI Punta Guarico (776,399) | 164 | 
| } i] | a “ti ——— 
i ae a ee ee i 8 | ya Cumberland Bay (679,381) | 165 | 
| ae | Reward for the Mayan Stela puzzles, wh ali verlay with natural elements in the scene ees ic ae 3 
| yer he Mayan Stela puzzles, where you must align an overlay with natur : i i 8 i 
Mayan Stone | Once you have them al, they unlock the Mayan Outfit. s G { Principe (992,422) | 166 
Sanaa Scan anna nna RRND RNP PERRIER ERED RRR EERE & | Go Tortuga (882,370) 167 
| New songs for the Jackdaw's crew to sing while you sail the Caribbean, Song Sheets (also knewn as “shanties”) | | i rai ss 
5 Song Sheet —_‘{ ‘will begin to float away once Kenway moves within a certain range. You must time and direct your approach | eS Petite Caverne | (901,263) | 197 | 
—s : carefully to catch them before they disappear, , Which often entails fret free running over a very sp specific route. | | eS | Fort Chincharr | (124,36 7) 168 
} } | ee i eee! pel eet 
i Letter | Letters that can be read in the Animus Database. These reveal details about the life of a previous Sage. | S TRE (gel © es al eeog) a 
Mf | | } ( 
i; 1 ra | Santanillas | (217,250) | 170 | 
a cc a Nc ee ee = | | ie ee 
5S { é 
& Manuscript | Visual excerpts from the mysterious Voynich Manuscript that can be studied via the Animus Database. 8 | Ambergris K key ag ON eee! 
Page | These are always guarded, and appear in the center of a small Restricted Area. | | | La Concepcion Wreck | (181,296) | 202 
| ry ers ear | || ERY | Fort serranitia (347,140) | 171 
{ i i | izing Viewpoints unfogs the map in the corresponding area. ey tle sag el ae ea aut 
as Viewpoint | Synchronizing Viewpoints unfogs the map wile ns [sia Providencia | (602,44) | 172 _| 
i a = { } s ~——+ ~ + 
| | | | pl | Misleriosa | (307,195) | 174 | 
i | After a mandatory fist fight to “unlock” it, each tavern enables you to access three features: hiring crew | | : Se a "| 
& Tee) | members, playing minigames, and buying information about convoys to plunder eo al So pie Bone | (442,118) | 175 | 
a ae senna ene ATE | | |For Chait | (470,272) | 176 | 
| | | completing all four Templar Hunts will reward you with the keys required to unlock the Templar Armor ; | = i: || 7 | 
A) Templar Hunt | in the Great Inagua hideout. | 3 Ts) bee, | (525,253) : 7 7 
t wo 
a i a ea EF | Anotto Bay | (621,277) | 208 
{ i ‘ ; : { | =o pee 
| | Assassin ; Each contract fulfilled offers a reward of 1,000R, plus an additional bonus if you do not trigger open | 8 Tes Blue Hole | (471,170) | 200 
Contract | conflict. fo pee Gn See | 23,79 -| a = 
} i } i) ) ( | 
| Cee ee Sc a NSE HRE . cmeceemeomeree| | | Kingston 
| | a (728, 219) | 181 
| Naval Contract | Completing these missions leads to a reward of 1,200 to 2,400R, depending on their difficulty. | | | Es [Fotos ( ) | 
. | || € | BB | lea vache (843,140) | 182 
| = ; ciltinail ee S| wi 
| | Plundering these will net you small-to-medium amounts of all types of cargo, as well as a financial reward | | | Kabah Ruins , (769,145) 198 
cor we Warehouse eu if you manage to complete the raid with no alarm bells rung, | | QD | mystery istand (980,79) | 183 
| ne Oe i toe IS ns a cei as ch aes Cpa Se ee Ras ce eeeee t i . ae . 


KEY DETAILS Ai 
Availabilit First visited during Sequence 02, “Lively Havana’ available as a naval | ; ‘ ~ : 
— ae destination afer “This Tyro Captain” at the start of Sequence 03. " . . 
Activities Assassin Contract x6 (see page 189), Templar Hunt x1 (see page 
185), Warehouse (see page 208), Treasure Map x1, Save Pirates =~ 
| Ameniti = i) : 7 - lo i | ~~ ‘2 6.5 
menities | Tavern, harbormaster, general store, local officer i (®) 
« 
» 
- 
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: 
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The shanty north of the cathedral is a fairly elementary catch if you approach es 
from the west. a 
- 
Ee & 
S 
bal 
» = 
‘ AY 
’ * 
This Animus Fragment west of the cathedral is something of a puzzle, as it appears 
out of reach from every potential jumping angle — and with no Leap of Faith 
position below, which is usually the solution in such instances. The answer is to 
drop to the balcony (a detail that is easy to miss) and, from there, jump to the rope. F; * 
i J 
ae 
ue 
Na 
- 
* 
ap : __ aoe S = 
Approach this shanty, found southeast of the tavern, from the rooftops on the left side ' 7 iif} 


of the street. Ignore its initial movements and keep running to the north to intercept tt. 


The Treasure Map found close to a general store north of the cathedral leads to é , 

the coordinates 240,607: Havana itself. The actual dig site is on the beach at , - 
the very south of the city, close to where the outer wall begins. It contains the - 

design plan for the Queen Anne's Figurehead and 3,000R. 


el 


The chase for this shanty, southwest of the fort, is complicated by the presence 
of rooftop sentries. As long as you don't use Fast Travel (which resets all guards 
in a map area to their original positions), you can eliminate the guards in 
advance, then attend to other matters until the shanty returns shortly afterwards. 
You should then approach it from the west for a much easier chase. 


The gallows to the south of the fort in the northeast often play host to pirate 
executions, and mark a rare instance where you can encounter the Captain 
archetype while free roaming in Havana. If you shoot the Brute standing over 
the lever with a headshot (or hit the rope, if you have a flair for the dramatic), 
then eliminate all hostiles in the area, you can prevent the hanging and recruit 
grateful new crew members. 


FRA. 


Approach this shanty {just north of the general store in the very south of the 
map) from the direction shown here: it should fly directly towards Kenway for 
an easy catch. 


NOTES 


® The vast majority of potential hostiles in Havana are low-rank Spanish soldiers. 
Gunners are extremely rare, though you will find many rooftops guarded by 
eagle-eyed Scouts. Unless you raid the warehouse in the southeast or attempt 
to stop an execution, Brutes and Captains are almost never seen. 


™ Havana has three major Restricted Areas: the fort to the northeast (which you 
visit during “...And My Sugar?” in Sequence 02), the Governor's Mansion 
and its grounds to the southwest (the stage for the events of “Mr Walpole, 
| Presume?” shortly afterwards) and a warehouse in the southeast, which cannot 
be raided until you complete “Sugarcane And Its Yields” in Sequence 03. 


® It is prudent to leave the act of Synchronizing with the Viewpoint_on the 
fort in the northeast until you are ready to collect the Treasure Chest and 
Manuscript Page secured within its heavily guarded interior. If you followed 
our walkthrough for “...And My Sugar?” closely, you will already have the 
Animus Fragment on the northeast outer wall. 


= Your trip to Havana during Sequence 02 will almost certainly be the first time 


that you come into contact with the Manuscript Page collectible. These are 
always positioned in a small*Restricted Area with anything between two and 
five guards in the vicinity. Opening these yields a modest sum of reales and 
an image that you can view in the Animus Database. 


* Havana features a number of small rectangular Restricted Areas that contain 


standard Treasure Chests, with guards stationed at likely entrances. You can 
reach these via the rooftops if you wish to avoid a fight, though the sentries are 
usually of the generic soldier archetype. 


* Until Sequence 07, when Nassau becomes a more suitable location for the 


task, Havana is the best place to visit if you need to recruit large numbers 
of crew for the Jackdaw without taxing Kenway’s purse. There are numerous 
“save pirates” locations in the city, and these rarely feature opponents more 
challenging than a Scout or Gunner. 


\ 


DRY TORTUGA (254,749) 


i 


KEY DETAILS FORT DRY TORTUGA 


REGION NOTES 


™ It makes sense to conquer Dry Tortuga at an early stage in the 
story, as its Restricted Area complicates journeys into Havana. 
After you complete the liberation (see page 193), look out to sea: 
a wave of gunboats usually arrives, only to be wiped out by the 
commandeered defenses. 


The ships in the Dry Tortuga region are predominately mid-level 
schooners and gunboats, which makes it effectively identical to 
the Eleuthera zone in terms of plunder. You may occasionally 
encounter abandoned brigs, their decks ablaze, with crates on 
their decks that contain cargo. This is actually true of all regions, 
but worthy of note in this area during Sequence 03: it's one of the 
only potential sources of metal at that stage in the story unless you 
set out to hunt brigs and frigates close to the Gibara-Punta Guarico 
border (see page 150). 


The channel leading south from Cape Bonavista (including the 
Conttoyor fort) is blocked by a Desynchronization boundary until 
Sequence 04, 

Bull sharks are common in this region. 

The Legendary Ship “El Impoluto” can be found north of the fort: 
see page 216 for details. 


a a ae 


KEY DETAILS 


wea S | Sequence 03 in free roam; first visited during Sequence 01, 
“vali Edward Kenway”. 
| Activities Mayan Stela x1, Treasure Map x1 
Wildlife Jaguar, wild pig, howler monkey 


K Ales Pais ps cee >. 

If you Fast Travel to Cape Bonavista at the first opportunity in Sequence 03, you can hunt 
jaguars to obtain materials for Health Upgrade III and the Feline Pelt outfit. There are usually 
two jaguars in the area north of the southwest Viewpoint. You can Fast Travel back to this 
position to make them respawn if needs be. Note that wild pigs are rather easier to hunt in 
their Nassau or Mariguana Island habitats. 


_— 
CAPE BONAVISTA (179,593) 
| CR CARE RONANS 


NOTES 


« |f you took‘our advice to Synchronize with all Viewpoints while pursuing 
Duncan Walpole during Sequence 01, returning via Fast Travel to pick up all 
collectibles in Cape Bonavista is a routine exercise. 


= The channel leading south from Cape Bonavista (past Fort Conttoyor) is 
blocked by a Desynchronization boundary until Sequence 04. 


Cape Bonavista is fairly unique in that its Treasure Map leads to a hidden chest onthe 
island — and, moreover, no more than a short jog away. Once you are inside the cave 
position is easy to find at the dead end. The reward is 1,500R. 


In the north of the map, there are two Treasure Chests that appear infuriatingly inaccessible. The answer? A secret cave behind 
the waterfall pictured here. Ensure that your pistols are loaded and your wits about you when you enter: you may sometimes 
encounter a jaguar that has made a home of this place. 


a Mp 


You will find another Treasure Chest hidden behind a waterfall here, beneath the east Viewpoint. 


TR SALT KEY BANK (495,634) 


KEY DETAILS 


Sequence 03; first visited during Memory 03, 


Mala pittty | “Prizes And Plunder”. 


Activities Assassin Contract x2 (see page 192), 


® Like Andreas Island to the northeast, Salt Key Bank boasts all the 
essential amenities you might need during breaks from piratical 
activities... but Andreas {sland has more convenient geography 
for short essential trips. That said, Salt Key Bank has the benefit 
of a general store, and is by far the prettier and livelier of the 
two destinations. You'll find that you use both whenever you are 
actively plundering in the zone surrounding the fort at Gibara. 


ji: a a,’ E = Vd ie e 5 0555 P —_ - 
Approach the shanty on the rope linking the two buildings from the east side, and it's very The Treasure Chest in the northeast of the map is located in a cave accessed via the beach. 
easy to catch. Before you leave the rooftops, take a moment to behold the waterfall to the The Treasure Chest and letter in the northwest are concealed in a similar manner. 


south. During daylight hours, spray at the water's edge causes a small rainbow. 


Cs 


| AB Foniwa (409,815) 
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KEY DETAILS 


[Availability | Sequenceod, Cid 


| Activities Abandoned ships 


NOTES 


« This island is evidently a snare for incautious helmsmen, and 
has accumulated debris and ruined hulls washed onto its rocky 
shores by the tides. There are only a handfut of collectibles here, 
all straightforward acquisitions; You can actually loot the bodies of 
the Spanish sailors found at the center of the island. 


™ There are usually numerous dolphins swimming off the shore of 
this island. The view over the ocean during sunrise and sunset can 
be particularly striking, 


; ir.decks ablaze. While you can manually 
efore the timer elapses (and the ship sinks), the 
é an experisnée alone, rather than a reasonable 


Toi MATANZAS (333,650) 


KEY DETAILS 
Availability Sequence 03 
Activities 


Amenities OC 
| Wildlife | Crocodile 


NOTES 


« As the site of a warehouse, Matanzas is usually heavily defended. 
Approaching from the sea, through a sizable Restricted Area, you 
will find most routes laid with mines (which you can destroy 
with the swiv and as many as eight gunboats protecting 

ll almost ce ly raise your 

Pirate Hunter arriving within 

minutes. There is, however, a entrance that you can use 

(illustrated in a screenshot on this page), where you can anchor 

the Jackdaw out of sight and swim to shore. Though the swim 

takes a few minutes, you can return instantly ing a rowboat. 

Sailing in from the sea, there are instances where you will find 

Spanish gunboats attacking their British equivalents around the 
dock area. 


* [Ifyou want to raise your Wanted Level in a hurry to prey on the Hunters 
sent to seek out the Jackdaw (a very high-level activity), the qunboats 
guarding this area can be of great use. Destroy them all, Fast Travel to 
another location. then return for another bout of vandalism 


«= The majority of the map lies within a Restricted Area, where 
soldiers will attack Kenway after identifying him as an interloper — 
or, worse, ring one of three alarm bells to summon reinforcements. 
See page 210 for a stealth-based approach to ransacking this 
warehouse with relative ease. 


«= Moving around this island and picking up collectibles is much 
easier once you acquire the Blowpipe at the end of Sequence 04. 


<a 


The dig site for the Treasure Map found in Tortuga is located here, a short walk from the On your first visit, you may prefer to sneak into the area via this “secret” entrance to the 
Mayan Stela. This contains the Elite Mortar Storage upgrade and 3,000R. east of the main dock. 
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KEY DETAILS 


/ Availability Sequence 03; see page 193 for Naval Fort 
Oe 


i ae Ne Pa 
| Activities | Naval Contract x1 (see page 212) 
LA 


menities 


REGION NOTES 


* To make travel through the region much easier, we advise that you 
conquer Eleuthera during Sequence 03. This is simple to achieve 
once the story provides you with automatic Jackdaw upgrades in 
the Memories prior to “Sugarcane And Its Yields”. 


Hammerhead sharks can usually be found north of the fort. You 
can hunt two of these to gain resources to craft the Pistol Ammo 
Pouch II upgrade. You may also wish to acquire a third if you intend 
to obtain the Shark-Hunter Outfit, which also requires that you hunt 
the online-only white whale. 


Though a perfect area for low-level piracy early in the story, the 
Eleuthera zone is something of a “créche” area for those training 
for villainy on the high seas. Ships are weak, carry small quantities 
of cargo, and metal — a vital resource for upgrades — can only be 
found in random floating crates. 
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Pont Eleutha 
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™ The large expanse of sea in the northeast features some sizeable groups of 
gunboats and schooners. They are found in sufficient numbers to perhaps Chest and one of the more remote letters. 


trouble the Jackdaw at low upgrade levels, but are barely worth the time once 
you have invested in new equipment and fittings. You'll find the same kinds of |= The Brothers-In-Arms, a pair of Legendary Ships, are found to the east of the 


vessels, without the complications or long journey, around Abaco Island and fort. See page 217. 
Andreas Island. 


= Cat Island to the south, home to a warehouse, is always surrounded by a large 
Restricted Area. 


| Availability 


| Activities 


Sequence 03; first visited directly after “This Tyro Captain”. 

Templar Hunt x1 (see page 187), Assassin Contract x2 (see page 190), 

Warehouse x1 (see page 208), Treasure Map x1, Save Pirates 
Amenities Tavern, harbormaster, general store, local officer 


Wildlife Wild pig, crocodile, rabbit 


| N | NASSAU (633,784) _ 


KEY DETAILS 


The north tower of the fort has a Leap of Faith position where you can complete 
an Abstergo Challenge to dive from a height of 45 meters or over. Once you have 
completed this, note that the Treasure Chest marked on the map is actually in a cave 
far below the fort. 


Starting at the southeast tower of the fort, follow the route shown here to reach a beam . 
where an Animus Fragment can be found. From here, you can air assassinate one of two ‘ ‘ _/_ “4 — 
guards watching over a chest containing a Manuscript Page. SS ‘ . 


i Aen 


This shanty, close to the local officer, is ridiculously easy to catch if you approach via 
the ropes above a nearby building. Hold the High Profile Button, direct (@ towards it 
and tap @ to jump onto it from above. 


If you approach this shanty from the south, you will find that the free run chase is much 
easier than the alternative course leading through the swamp. You should catch it shortly 
before it reaches the beach in the north. 


The Treasure Map found in Great Inagua (available from early in Sequence 04) leads to 
the dig site shown here. This contains a design plan for the Grey Sails and 3,000R. 


The Treasure Chest that appears to be close to the church is something of a puzzle, until 
you realize that it is found in a cave beneath. There are two entrances, but the easiest route 
is to take the one highlighted here, to the west of the church. 


ams 
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NOTES 


« While it isn't necessarily lawless, Nassau is almost entirely free of enemy 
patrols, sentries and Restricted Areas from Sequence 04 to Sequence 07. This 
is definitely the best time to Synchronize with all Viewpoints and pick up the 
majority of collectibles, if you are so inclined. 


* Until Sequence 07, the fort in the northeast contains pirates that, though they 
appear as enemies on the mini-map, will not attack Kenway unless he provokes 
them — but they will brusquely push him aside if he stands in their path. This 
becomes a well-guarded Restricted Area at a later date, so it makes sense 
to visit the Viewpoint and open the Treasure Chests beforehand. The Animus 
Fragment close to the southwest tower must be obtained with a Leap of Faith 
from the wooden winch into the hay cart far below. You can leave the Animus 
Fragment on the wall of the north tower until later: you will automatically collect 
this during a main story Memory. 


In Sequence 07 and beyond, Nassau becomes the most convenient place to 
recruit crew members: there are always a number of available “save pirates” 
activities to complete. 


® There is a Treasure Chest and an Animus Fragment on a frigate anchored a little 
to the west from the Jackdaw. The Fragment is located at the very top of the 
mainmast and, in the absence of lifts on this vessel, it’s a long climb — but the 
view over Nassau is worth the effort. 


™ The shanty in the camp on the east side of the town is much easier to catch if 
you approach it directly from the north. From the south, its course twists and 
weaves awkwardly through the tents. 


Nassau presents a first opportunity to hunt rabbits, used to craft the Smoke 
Bomb Pouch || upgrade, but they're far from plentiful. Climb into a tree in their 
marked habitat and use Eagle Vision to identify them. If there are none in sight, 
or others are reluctant to emerge after you shoot a first, Fast Travel to a nearby 
Viewpoint to “reset” all animais in the area. If you are hunting these animals in 
Sequence 04 or Jater, note that they are easier to find in Kingston. 


You can hunt wild pigs (required for the Pistol Ammo Pouch | upgrade) in the 
northwest of the map, though these animals are more plentiful on Mariguana 
Island. 


Crocodiles are common in the waters to the west. You need two pieces of 
their leather to craft the Pistol Holster IV upgrade, which is a definite bonus if 
acquired early in Sequence 03. Shoot them from the safety of land, and be sure 
to check the general area with Eagle Vision to avoid nasty surprises before you 
jump into the water to skin them. 


There is a small warehouse in the south of the town, covered by a reasonably 
large Restricted Area. Though the haul is always modest, there is a simple 
strategy that will enable you to raid it within no more than a minute. See page 
208 for a full walkthrough. 


You will probably encounter your first opportunity to start a Templar Hunt in 
Nassau. All four episodes of this side story take place in the town, and you 
can complete them in a fairly leisurely 20 minutes. See page 187 for a full 
walkthrough. 
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IT. ANDREAS ISLAND (579,720) 


KEY DETAILS 


Sequence 03; visited 
| “Sugarca 


| Availability 


| Assassin Contract x2 (see page 192), Treasure 
Map x1 


| Activities 


\ Amenities | Dock, tavern, harbormaster, local officer 
. Wildlife | Green iguana (rare) 


oA 


NOTES 


™ You may find Andreas Island covered by a Restricted Area, with a 
low-level brig and three stationary schooners guarding approaches 
from the north and east. Sail in from the south (or Fast Travel) to 
avoid combat. 


Andreas Island is a perfect base for piracy in the very early stages 
of the story, as it has almost everything you could possibly need. 
There's a dock for fast transitions between land and sea, a local 
officer to deal with your Wanted Level, and a tavern for recruiting 
crew and locating convoys. The nearby shipping routes south of 
Nassau contain easy spoils if you are seeking capital to begin 
upgrading the Jackdaw in Sequence 03. 


The Treasure Map at the south tip of the-island leads to 606,835: 
Abaco Island. See overleaf for details. 


Though marked as a habitat, green iguanas are seldom seen on “2 


this heavily populated pirate camp. Abaco Island and Great Inagua ~—_—The Treasure Map found on Mariguana Island leads to the position marked here. The buried 
are better hunting grounds for this creature. cache contains the design plan for the Elite Harpoon upgrade and 3,000R. 
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| Sequence 03: the first location you sail to during | 


KEY DETAILS 


| Availability 


Activities 


| Wildlife Ocelot, green iguana 


NOTES 


™ The Treasure Map found in the southwest of the island leads to 
749:625: Salt Lagoon. See page 153. 


* The waters surrounding Abaco Island are usually teeming with 
low-level schooners: easy pickings should you need to repair 
the Jackdaw or lower your Wanted Level without expenditure, but 
offering minimal cargo returns, 


® This is a location that you can clear of all collectibles in a very 
short visit. All three Animus Fragments require a little climbing, 
but no especially noteworthy feats of athleticism. 


= You may encounter instances where the entire island is covered 
by a temporary Restricted Area, with soldiers guarding pirate 
prisoners. Another, smaller-scale crew recruitment opportunity 
can be found with a pirate fighting a group of adversaries. 


The east beach offers a pleasing view of Nassau to the south. From the start of Sequence The Treasure Map found on nearby Andreas Island (see previous page) leads to this precise 
04, a galleon (recognizable from “A Single Madman”) can be found beached to the north. spot. The buried chest yields 4,000R. 


: 7a ISLAND (742,695) 
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KEY DETAIL 
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| Availability 
_— 


| Amenities 


————-_______ 


® This is the first warehouse location that you are likely to encounter, 
as it is the primary setting for “Sugarcane And Its Yields” — an 
early Memory that both introduces and unlocks the concept of 
raiding warehouses. The process of raiding it in subsequent 
instances is broadly identical to your story-mandated visit, with 
the exception of the “key holder” position: he now patrols an area 
Closer to the house. This is, however, a very minor inconvenience. 


When the time comes to clear the area of collectibles, it's prudent 
to make the visit coincide with a warehouse raid. If you opt for 
something of a rampage, note that there are powder kegs next to 
the warehouse itself, and close to the plantation manor house. 
These can suffice to lure most soldiers in the area to one position. 


Howler monkeys are plentiful on the southeast side of the map: 
they have a curiously high appearance rate, even if you are hunting 
with pistols. You will need two for the Dart Pouch | upgrade that 
you can acquire at the end of Sequence 04. Any others acquired 
can be sold for a profit of 100R_ per skin. 
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This shanty is much easier to collect if you approach via the tree-based free run course to A 1,000m Restricted Area surrounds this island, the site of a warehouse. There are explosive 


the east. It's possible to grab it when it reaches the horizontal bough. barrels placed in the water at the more obvious entrances to the north of the island. The 
routes from the east and west are clear. 


GREAT [INAGUA (845,468) 


KEY DETAILS 


| Visited during Sequence 03, “A Single Madman”, 

| Availability fully unlocked for exploration after Sequence 04 
This Old Cove”. 

| Activities Ireasure Map x1 


| 


| Amenities Available for purchase 


(see page 254) 


Wildlife Green iguana, wild pig, white jaguar 


NOTES 


* Though you have the option to upgrade facilities at the Great Inagua 
hideout from Sequence 04, Kenway’s ill-gotten gains are Detter 
invested in the Jackdaw. Work on the cove settlement is more of a 
late-game activity, when you will probably have more money than you 
can spend. 


= Kenway’s manor plays host to all ship models and works of art that 
you can collect or purchase (see page 254). You can also change his 
equipment there. 


The Treasure Map found on the west side of the cove Is accessed via a tree- 
based free run course southwest of where the Jackdaw is anchored. When you 
reach the top of the rock wall, slide down the bank to find this chart and its 
unfortunate former owner. This leads to 633,784: Nassau (see page 142). 


The white jaguar, one of two rare animals required to create the Hunter outfit (and 
unlock a related Achievement/Trophy), is found in the area pictured here in the 
southwest of the map — close to the shanty icon on this map. Have your pistol at 
the ready when you arrive. As it happens, the nearby shanty is potentially a more 
demanding hunt. We suggest that you approach it via the trees to the north (don't 
forget to shoot the jaguar from a distance) to force the shanty to move along its 
easier ground-based path. 
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The shanty in the southeast of the island, close to the Mayan Stela, is positioned 
in a fashion that means that it can only float in one direction. For the best 


beginning to this free run time trial, it really makes a difference if you start via 
the sloped path to the south of its position. 


t of the island, can be a little hard to locate. 
Starting in the area where James Kidd introduced Kenway to the Mayan Stelae, 
look for a small slope to the east, then slide down to find this secluded area. 
Afterwards, follow the route shown here to leave. If you are clearing all collectibles 
in the area, turn left when you reach the path to discover a secluded beach. 


This beach, accessible via a path that leads from the clearing with the Mayan Stela 
in the southeast, or the cliff to the west where Kenway begins “A Single Madman”, 
features three collectibles. The letter is elementary enough, but you must use the 
shipwreck to reach the two Treasure Chests. If you arrived here from the direction 
of the Mayan Stela, you can head through the natural rock arch to the west to reach 
the south beach, 


Ba Sipe (657.521) 


KEY DETAILS 


Sequence 03; see page 194 for Naval Fort assault 
walkthrough. 


Availability 


| Activities Naval Contract x1 (see page 212 


| 
Amenities Harbormaster, local officer 


REGION NOTES 


® This is another fort that you can reasonably hope to conquer in 
Sequence 03. 


® Great Inagua to the east (south of Crooked Island and Mariguana 
sland) is inaccessible until “A Single Madman” at the end of 
Sequence 03, when the south approach to the island plays host to 
the beginning of the Memory. The seas further south are covered 
by a Desynchronization boundary until Sequence 04 is officially 
underway atter the events of “This Old Cove”. 


= The north of this zone features the same varieties of gunboats and 
schooners typical to the upper third of the Caribbean map. If you 
would like to upgrade the Jackdaw far beyond the standard progression 
curve during Sequence 03, however, you will find that the border area 
between Gibara and the Punta Guarico region to the south features 
brigs and frigates that can carry metal (otherwise scarce in the north), 
wood and cloth in reasonably large quantities. This is a good area to 
practice combat and boarding with such vessels when you are ready 
to graduate from the modest challenge posed by smaller ships. 


* You can find bull and hammerhead sharks in this area. 
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, T CROOKED ISLAND (807,541) _ 


KEY DETAILS 


ty | Sequence 03 


| Activities 


pea | officer 


NOTES 


= This fishing village has a routine set of 
collectibles that are all easily found without 
exertion. You can clear the entire island with 
a five-minute sweep of the area. 


Crooked Island is most interesting early in 
the story, prior to “A Single Madman” at the 
end of Sequence 03. The much larger island 
of Great Inagua to the south is inaccessible 
prior to this point, and the seas further south 
of it militarized by a Restricted Area, and 
ultimately blocked by a Desynchronization 
boundary. However, you can find British and 
Spanish brigs and frigates in this locality. For 
power gamers looking to explore and upgrade 
the Jackdaw well beyond the difficulty curve, 
this provides access to a resource that is 
scarce in Sequence 03: metal. As it offers a 
local officer, tavern and a potential means to 
escape from hostile vessels, Crooked Island 
is the perfect base for raids on the more 
powerful ships. 


Directly south of Crooked Island, on the west coast of Great Inagua, you will find Spanish brigs and frigates. 

However, as these tend to sail in groups, they present a formidable challenge. A better hunting ground 

can be found to the west, just south of Mariguana Island, where you can often find a British frigate (which 

is usually engaging Spanish schooners). With a relatively modest set of upgrades, and a considered 

approach to your attack, you can wreak havoc on this vessel before it can bring its guns to bear and 
_Memonstrate its superior firepower. 
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“A MARIGUANA ISLAND (880,544) _ 


KEY DETAILS 


Sequence 03; first visited during Sequence 06, “Devil's 
| Advocate”. 


Availability 


Treasure Map x1, Save Pirates 


Dock 
Wild pig 


NOTES 


* Wild pigs are plentiful on Mariguana Island. You need two of their 
hides to craft the Pistol Ammo Pouch | upgrade. 


™ The Treasure Map found in the cave on the west side of the 
small island leads to 579,720: Andreas Island. The buried chest 
contains the design plan required to purchase the Elite Harpoon 
upgrade — so this is a journey that anyone who regularly spends 
time hunting at sea should make as soon as possible. 


To reach the Viewpoint, start your climb from the ruined hull section behind the mast. Once you 
have Synchronized, there is an Animus Fragment to collect during the Leap of Faith. Be sure 
to align the camera and Kenway carefully in order to pick it up as he dives to the water below. 
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KEY DETAILS 


f — — 


| Sequence 03; visited during 
| Sequence 03, "Proper Defenses”. | 


| Po 
| Availability 


b — - ae 
| Activities Treasure Map x1 


| Wildite | Deer 


NOTES 


« Deer are common on Salt Lagoon, so it’s 
easy to hunt two and create Health Upgrade I! 
in the crafting menu. 


« The Treasure Map found on the northeast 
beach jeads to 442,118, a warehouse 
location in the far south of the map known as 
New Bone (inaccessible until Sequence 04). 
Unless you are focusing on exploration and 
Jackdaw upgrades, it makes sense to leave 
this trip until after you first visit Kingston in 
the main storyline. 


a * , . ras © Nea om ‘i 
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The Treasure Map found on Abaco Island leads to the position marked here. This respectable © On the east side of the island, groups of Spanish and British soldiers can be viewed clashing 
haul gives youthe design plan for the Serpent Figurehead and 3,000R. on the beach. You can avoid the baitle entirely... or, if you're feeling mischievous, shoot at 


the powder barrels in.the area to make an explosive intervention. 
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KEY DETAILS 


| Sequence 03; only in special limited-edition 


| Availability versions of Assassin's Creed IV, or as a preorder 
| bonus. \ 
Activities |Special reward chests | 


NOTES 


% Though the obvious path lies on the free run course to the north 
when you first arrive, swimming to the south presents a faster 
route to the Viewpoint. 


% Black Island is covered by a Restricted Area, but it’s very lightly 
guarded when compared to other locations with warehouses. There 
are few guards close to the alarm bells, making it easy to prevent 
the arrival of reinforcements, and the key holder can often be 
found right in front of the warehouse itself when you first approach 
it; he will subsequently walk to the nearby house. Raiding the 
warehouse, a one-time event, rewards you with a nominal amount 
of cargo, but unlocks Captain Morgan’s Pistols: one of the three 
special unlockable items available here. 


« Collectibles found on Black Island do not count towards your 
Progress Tracker totals. There are two “standard” Treasure Chests 
with the usual rewards, plus two gold chests that contain treasures 
that once belonged to Captain Morgan. The gold chest close to 
the Viewpoint contains his redingote, a distinct outfit for Kenway to wear. The second gold chest, on the east side of the 
island, contains the Black Ship's Sails and the Black Ship's Figurehead: two appearance upgrades for the Jackdaw. 


= When you are ready to leave, either swim back to the Jackdaw or use the rowboat on the northeast of the island — it’s right 
back where Kenway started. 


pea CONTTOYOR (102,547) 
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KEY DETAILS 


i — ee pavers 


| ae opened 
Pane equence 04; see page 195 for Naval Fort 

| LLL | assault walkthrough. 

“hats i Contract x2 (see page 212) 


| Amenities | Harbormaster, local officer 


REGION NOTES 


™ Situated on an island at the center of the main channel leading south 
from Havana, Conttoyor’s location makes it possible to circle the 
fort to rake it with broadsides. However, as the area is shrouded in 
a perpetual storm until after the assault is completed, high winds, 
low visibility and waterspouts can turn a fairly routine assault into a 
chaotic struggle as nature and the fort's defenses conspire to scuttle 
the Jackdaw. The Reinforced Hull upgrade and meaningful advances 
in raw firepower are baseline requirements for a safe attack. If your 
Jackdaw isn't yet up to the task, it’s wiser to hug the coastline close 
to Cape Bonavista to slip by without conflict. 


You can encounter harpooning sites for killer whales throughout 
the zone. You need to catch two of these to craft the Dart Pouch 
ll upgrade after you obtain the Blowpipe during “Overrun And 
Outnumbered” in Sequence 04. 


After liberating the fort, there are some reasonable prizes to be 
found at sea in the Conttoyor area: brigs laden with metal, and 
occasional high-level schooners packed with cargo. However, 
the prominent position of the fort itself can complicate matters: it 
will open fire on vessels that sail within 500 meters. As you may 
have noticed, ships sunk by forts leave no cargo. “Claim” a vessel 
by opening fire on it, though, and the pirates manning the fort's 
weapons will leave it alone. 


Be careful around the main entrance to Tulum: this is close to the 
border of the Chinchorro region (and the fort’s Restricted Area), 
which may bring you into contact with very high-level ships. 


FORT CONTTOYOR 


T |TULUM (70,405) 


KEY DETAILS 


| Locked until Sequence 04, “Nothing Is True...”. Can | 
be freely explored from the end of the Sequence. 


| Availability 


| Activities Mayan Stela x1 


| Wildlife ocodile, capuchin monkey 


NOTES 


™ |f you follow our walkthrough for “Nothing Is True...” closely 
(see page 69), you will collect four Treasure Chests, two Animus 
Fragments and perhaps even solve a Mayan Stela puzzle before you 
complete the Memory. You may also find that you automatically 
encounter and collect additional collectibles during “Overrun And 
Outnumbered” (page 73) a little while afterwards, which makes 
Tulum one of the less intensive sites for picking up objects. In a 
standard playthrough of Sequence 04, we tend to find that there 
are only a handful of remaining collectibles for the area. 


* You can find three types of animal in Tulum, but it is unquestionably 
the jaguar capital of the Caribbean: they are commonplace in the 
jungle and beach area to the south. Capuchin monkeys are fairly 
easy to find in the north, east of the ruins, though crocodiles are 
found in more appreciable numbers on the west side of Nassau. 


* Once you have all 16 Mayan Stones, the Mayan Outfit is acquired 
by interacting with the marked door in the northwest. As you 
approach the Viewpoint from below, look for a door to the left, 
then follow the corridor. 


V3 ; 

The Treasure Chest in the north is tucked away in a small clearing. From the raised area close © The Treasure Map found in Petite Caverne leads to the position marked here on Tulum’s 

to the nearby Viewpoint, walk down the wooden path and look for an opening to your left. south beach, and contains 4,000R. To avoid a potentially confusing journey through 
the jungle area, just Fast Travel to the nearby Viewpoint. Though you may recognize this 
area from “Nothing Is True...” in Sequence 04, don't let this lu!! you into a false sense of 
security: there are jaguars here, and they are less accommodating than the Assassins were. 
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(GJ) SACRIEICE ISLAND (37.533) 


KEY DETAILS 


a SuEERRRaEtEEEEeneeeee ee 


a | Sequence 04; only in special limited-edition 
| Availability | versions of Assassin's Creed IV, or asa 
| | Preorder bonus. 
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NOTES 


« Covered almost entirely by a Restricted Area, this island features 
three special treasures to obtain from gold chests. There are also 
two standard Treasure Chests: these do not count towards your 
Progress Tracker totals. 
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™ The pirates in the region will attack Kenway if they identify him as 
a trespasser. 
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From your starting position, follow the route shown here to reach the first gold chest. There © The second and third chests are found in the southern ruins in the positions marked here, 
are pirates in the upper levels of the ruins, but it's easy to sneak by. After you obtain Captain © They contain Captain Drake’s Swords and Captain Drake's Pistols. Once you have your 
Drake’s Outfit, note that there is a standard Treasure Chest on the level below, Once you are rewards, use the rowboat on the south beach to return to the Jackdaw. 

ready, head south to reach the Viewpoint; you will encounter the second generic Treasure 

Chest as you approach it. 


ee 


[me CASTILLO DE JAGUA (356,556) 
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KEY DETAILS FORT CASTILLO DE JAGUA 


| Sequence 04; see page 194 for Naval Fort assault : ‘ 
| walkthrough. 


| Availabili 
| a 


Activities Naval Contract x1 (see page 


| Amenities | Harbormaster, local officer 


REGION NOTES 


® This is probably the easiest of the Level 2 forts to conquer. As its 
Restricted Area covers a fairly large portion of the zone (including 
Pinos Isle to the south), it makes sense to accomplish this feat 
before you explore. The approach along the coast from Arroyos to 
the west is often free of enemy ships. 


High-level gunboats and schooners are common in this area, often 
accompanied by low-level frigates. 


Be very careful in the south of the zone, especially when engaging 
in piracy near to Cayman Sound. The close borders between fort 
regions means that you can potentially encounter ships sailing in 
from the Chinchorro zone. We've seen men o’ war in these waters, 
which could be a nasty surprise if you are engaging a weaker ship 
that shares their allegiance... 


® The waters north of the reef at Cayman Sound often feature battles 
between British and Spanish vessels, so be ready to take opportunities 
for salvage or opportunistic plunder whenever you are in the area. 


® Humpback whales are common in this region. 


JTR_ ABROYOs (192,563) 


KEY DETAILS 
| Avaitability | 
| Activities | Assassin Contract x2 (see page 190) 


Amenities . Dock, tavern eral store, local officer 
NOTES 


= Think carefully before engaging in piratical actions against 
Spanish vessels close to Arrayos. This fishing village is protected 
by a small Spanish fleet consisting of several gunboats stationed 
on all main approaches, and a Level 29 frigate closer to the shore. 
That said, a deliberate assault on these vessels can’ be profitable: 
the frigate is usually groaning with cargo, and the gunboats all 
drop valuable ammunition. 


= The first Assassin Contract available in Arroyos requires a journey 
to Pinos Isle to the southeast. This is guarded by two frigates, so 
you may wish to leave the commission until later if the Jackdaw is 
at low upgrade levels. 


KEY DETAILS 


{ 


| availability | Sequence 04 


| Activities Mayan Stela x2, Treasure Map x1, Save Pirates 
| Wildlife | Biack jaguar 


NOTES 


« Both the north and south approaches to this island are guarded by 
frigates. Those who incautiously sail headlong to engage either will 
learn a valuable lesson in naval tactics: they can deliver multiple 
broadsides before you can reply in kind. Worse still, the narrow 
channel negates the Jackdaw’s advantage in terms of speed and 
maneuverability. The best tactic is to anchor just out of range of 
these frigates, then hit them with mortar fire. With Reinforced 
Mortars, it should take no more than three direct hits to soften them 
up for boarding. If you destroy both frigates in one visit, they will not 
respawn. 


* Pinos Isle is home to black jaguars in the west, so activate Eagle 
Vision regularly to identify them before they begin to stalk Kenway. 
Their pelts are required to craft the Sleep Dart | upgrade and, much 
later in the story, the Rope Dart Pouch | upgrade. Watch carefully 
as you approach the Viewpoint: in the absence of the major “save 
pirates” scenario, you may witness a black jaguar stalk and kill a 
Spanish explorer. 


* The Treasure Map found east of the Viewpoint leads to 327,334: 
Cayman Sound, a short sai! directly to the south. 


™ There is a rowboat on the east beach. We suggest that you leave 
the collectibles in the northeast until last to minimize backtracking: 
the Mayan Stela (at the top of the cliff, with the dig site below), an 
Animus Fragment (collected during the Leap of Faith to the beach) 
and a Treasure Chest (on the beach). 


The Treasure Map found at Cumberland Bay (see page 165) leads fo a dig site in the position 

shown here. The chest contains 3,000R. and the design plan for the Aquila’s Wheel. This features four Brutes, a Captain, and no less than five Gunners: two standing over the 
captives, with three overlooking the area. Without a big supply of Sleeping Darts and a 
healthy measure of patience, this can go very wrong, very quickly. Approaching from the 
southeast enables you to eliminate a Gunner and the patrolling Captain rather easily. 


wid 


[~*~ 71 


cat 


ps ae 
SCR 


KEY DETAILS 


Availability | Sequence 04 


: Templar Hunt x1 (see page 184), , 


Treasure Map x1 


r 
| Activities 
t 
t 


Wildlife 


Hutia 


To reach this Animus Fragment, look for a large 
tree stump and a log, close to the beach: this 
marks the beginning of the free run course through 
the trees. When you reach the collectible, perform 
a Leap of Faith. 
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The route to this Treasure Chest and a nearby Animus Fragment isn’t immediately apparent. 
Follow the directions shown in the accompanying screenshot to reach the chest, then 
perform a Leap of Faith from the rock to reach the Animus Fragment. 


NOTES 


% Cayman Sound is surrounded by a Restricted Area that extends approximately 
1,000m from the island, which almost reaches Grand Cayman to the east 
and makes your approach through the reef from the north (the only available 
route) rather complicated. These are busy seas, packed with brigs and high- 
level frigates. Once inside the calm waters, you will find three gunboats and 
a frigate of middling firepower. While it is possible to swim to shore from 
outside their detection range (which takes a few minutes), it makes more 
sense to destroy them. Blast the frigate with mortar fire from the north, and the 
gunboats are easy fodder for a broadside when they sail to engage. Destroying 
the ships will permanently lift the Restricted Area. 


™ This is one of only two habitats where the hutia is common and easy to hunt. 
As the second (Long Bay) is only unlocked in Sequence 10, a visit here is the 
best way to obtain the Smoke Bomb Pouch | upgrade early in the story. 


| as CAYMAN SOUND (327,334) 
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The dig site for the Treasure Map found on Pinos Isle to the north is found in the position 
shown here. It contains 4,000R. 


« The Treasure Map found on the northeast of the island leads to 901,263: Petite 
Caverne (see page 197). In addition to a monetary reward, the buried chest 
there also contains a design plan for the Elite Heavy Shot Storage upgrade — 
so it’s definitely worth the trip. 


« Facing north, you may be lucky enough to view a battle between British 
and Spanish ships. As the island lies at an intersection of five zones (three 
close to its entrance), this can involve a varied cast of vessels. These 
can be quite beautiful to watch from a distance. We saw a large twilight 
engagement involving a man o’ war, and its mortar fire was quite a sight 
to behold. 


« The Taino Assassin Templar Hunt story begins on the shores of this island, but 
soon ranges further afield. 
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(eee) CABO DE CRUZ (566,390) 


KEY DETAILS 


Sequence 04; see page 194 for Naval Fort assault 
| walkthrough. 


| aun 


Activities | Naval Contract x1 (see page 213) 


Amenities | Harbormaster, local officer 


REGION NOTES 


™ When you are ready to liberate this fort, it makes sense to move in 
along the coast from the west, as this usually enables you to Sail 
through the Restricted Area without encountering enemy ships. 


% This fort is close to the fort at Charlotte to the south, so you 
may frequently encounter cross-pollination of ship types near 
to the border — especially around Grand Cayman. This might 
include men o’ war Sailing in pairs, so it pays to be cautious. The 
Restricted Area surrounding Charlotte extends as far as the Devil's 
Eye Caverns dive site and to within 200m of Grand Cayman, so 
treat this area with the respect it warrants until the Jackdaw is 
equipped to deal with all eventualities. 


® Killer whales are regularly encountered here. 


KEY DETAILS 


wali: 


sassin Contract x2 (see page 191), Treasure Map x1 | 


i 


Amenities ck, tavern, harbormaster, general store, local offic 


= Grand Cayman is a great staging post for campaigns against the 
men o’ war from the Charlotte fort zone that sail close to this 
full-featured docking location. The small islands to the south are 
almost tailor-made for cat and mouse engagements against ships 
that are perhaps a little too powerful for the Jackdaw to handle in 
the open sea. 


= The storm to the southeast is a permanent feature until you liberate 
Fort Charlotte. 


Tucked away in the southwest, this Treasure Chest is an easy collectible to miss. 


(397,324) 


Approach the shanty from this rooftop to the northeast, and you can catch it via t 
elemenis as it reaches the corner of the building to the southwest. 


he free run 


PUNTA GUARICO (776.399) 


KEY DETAILS FORT PUNTA GUARICO 


| Availability ! Locked until Sequence 05, “The Forts’; see page 76. | 
| Activities ; Naval Contract x1 (see page 215) 
| Amenities | Harbormaster, local officer 


REGION NOTES 


% Though its Restricted Area exists from the moment that you can 
sail the Caribbean, and the location itself can be identified through 
the spyglass, this fort can only be conquered during a main story 
Memory at the start of Sequence 05. 


= The presence of frigates in this area (some of which may Sail 
north of the regional border, close to Great Inagua) makes it a 
natural stepping-stone once you tire of a thin diet of gunboats and 
schooners to the north. 


* Bull sharks can be found in the waters to the north and south of 
the fort. 
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After you have completed "The Forts”, approach the covered well marked here to discover 
an audio-only Easter egg. 
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a 4S CUMBERLAND Bay (679,381) _ 
: KEY DETAILS : 


| Availability | Sequence 04 


So eee —— ~~. 


a 
; Activities | Treasure Map x1, Save Pirates 


{ 
| Wildlife 


| Ocelot 


NOTES 


« Unless the challenge interests you, this location is awkwardly 
sandwiched between two forts until you liberate Cabo de Cruz 
to the west and Punta Guarico to the east. Note that you cannot 
liberate Punta Guarico until you begin the first Memory of 
Sequence 05. 


= There is a man o’ war anchored to the south, and it will attack 
without provocation if you move within its detection range. Given 
the number of ships in this area, this can be disastrous if the 
Jackdaw is not yet suitably equipped. However, if you sail here 
from the west, you can slip behind the man o’ war without incident, 
You will need to anchor the Jackdaw approximately 100m from 
the shore on that side of the island to avoid detection but, if 
you're not equipped to fight for access, this is a perfectly 
serviceable compromise. Once you destroy the (admittedly low- 
level) man o’ war, the Restricted Area is lifted. 


You may encounter Spanish soldiers on the island. They will 
ignore Kenway unless he behaves in a manner that infuriates them. 
This includes using pistols to hunt the island’s boundless supply 
of ocelots — or, for that matter, Spaniards. 


« The Treasure Map found on the southeast beach, close to the 
rowboat, leads to 335,468: Pinos Isle. See page 160. 


= - A Treasure Map obtained via Kenway’s Fleet (see page 218) leads to the position 
eee, Marked here. The buried cache contains 4,000R. 


| e PRINCIPE (992,422) 


KEY DETAILS 


| Locked until Sequence 09, 
_ Availability | Trust Is Earned”; available for 
| exploration t thereafter. 


Wildlife Deer, howler ‘monkey, jaguar 


NOTES 


= A return to Principe to pick up collectibles 
should take no more than five minutes. It’s a 
very easy area to clear. 


® Though howler monkeys are fairly common in 
the trees of this location, deer are particularly 
rare. You can usually find one jaguar on the 
west side of the map, on the path you took to 
meet with Bartholomew Roberts during “Trust 
Is Earned”. As there are powder kegs to be 
found here, this sets up a rather unorthodox 
hunting opportunity... 


« The pirates on this island will not trouble Kenway 
if he extends the same courtesy. That said, they 
will react angrily to pistol fire. This could be 
problematic in the camp area on the east side, 
where there are many Captains and Brutes. 


On the northwest side of the camp, there are two Animus Fragments that require a Leap of Faith into the waters far below to 
collect. Ensure that you Synchronize with the nearby Viewpoint before you collect them to cut down on needless swimming. 
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Bim TORTUGA (882.370) 


KEY DETAILS 


Availability | Sequence 04 


| Warehouse x1 (see page 211), Mayan Stela x1, 
| Save Pirates 


= 
| Activities 


Amenities | Doc 


Wildlife | 


NOTES 


« All potential approaches to this island — from the north, west and 
east — are blocked by mines, and each quarded by a single frigate. 
lf you destroy the frigate on the east channel, however, you can 
Sail in (destroying the fire barrel mines to. ensure safe passage) 
and calmly anchor the Jackdaw close to the dock (which may be 
occupied by a gunboat). The other frigates will be oblivious to 
your presence. Note that engaging the ships in the other channels 
may lead to all nearby vessels in the area joining the fray. 


The three stationary frigates are actually easy pickings, as it takes 
them a fittle while to move. With a direct approach, upgraded 
chain shot and mortars, you can incapacitate them before they can 
bring their guns to bear for solid cargo rewards. 


Though by no means impossible, the warehouse here is relatively 
difficult to ransack with an efficient stealth approach before you 
obtain the Blowpipe at the end of Sequence 04. 


The Treasure Map found on the east beach leads to 333,650: 
Matanzas, another warehouse location. This contains the design 
plan for the Elite Mortar Storage upgrade in addition to a reward of 
reales, so it's a worthwhile journey. See page 210. 
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Bs CHINCHORRO (124,357) 


KEY DETAILS 


| Sequence 04: see page 196 for Naval Fort assault 


| Pee 
Rac. | | walkthrough. 


“Activities "Naval Cont tract x 2 (see page 21 3) 


Amenities. Harbormaster, local officer 


REGION NOTES 


® This fort’s Restricted Area borders on the approach to Tulum, so be 
wary whenever you Sail in or out of the Brotherhood base. 


« The process of conquering this fort is more complicated than 
most, largely because you begin the assault with a preconceived 
idea of how the battle might unfold... only to see the clear skies 
cloud. A thunderstorm ensues, followed by the arrival of powerful 
brigs — and then the storm worsens. When you finally reach land, 
with the Jackdaw barely fit for kindling in the dock, the lashing rain 
makes the task of eliminating all three Captains much more fraught 
than usual. Suffice to say: this is a fort best left until the Jackdaw 
and Kenway have been augmented by the majority of possible 
upgrades. 


High-level brigs and frigates are common in this zone. 


Humpback whales can be found in the Chinchorro region, though 
you are slightly more likely to encounter them in the waters south 
and east of Kingston. 


FORT CHINCHORRO 


| | Availability | Sequence 04 


| Assassin Cont tract x2 (see page 


Activities | 99) Treasure Map x1 


Wildlife | Rabbit (are) 


“Amenities | Tavern, harbormast ter, local officer | 


NOTES 


™ Corozal is surrounded by a Restricted 
Area, with a Level 34 man o’ war guarding 
the approach. Destroy this ship, and you 
can enjoy free passage to and around this 
location in future. 


« This is one of only two locations where you 
can find a Manuscript Page outside of the 
three main cities. As usual, this lies within a 
small Restricted Area, though the two pirates 
guarding it are nothing to fear. 


« The Treasure Map found here leads to 58,183: 
Ambergris Key (see page 207). Note that you 
cannot visit that destination until Sequence 06. 


«= Though you can find rabbits here, they’re not 
at all common. Kingston is a much better 
place to hunt these creatures. 


™ The seas to the east and south of this 
settlement are usually teeming with mid- 
level ships, which makes it a great place to 
sink vessels with abandon, grab the flotsam 
that they leave behind, then hightail it back to 
the local officer to reduce your Wanted Level 
before Hunters arrive. 


i rR COROZAL (42,268) 
KEY DETAILS ] set, 


KEY DETAILS 


[| Sequence 03: visited during Sequence 10, 
Avallabitity | “Murder And Mayhem”, | 
| Activities Mayan Stela x2, Trea Map x1, Save Pirates 


Wildlife | Deer 


NOTES 


« This island is surrounded by a Restricted Area. The 
southwest channel is covered by mines, with a brig 
standing guard to the north. If you approach from the 
south, note that an area extending from Misteriosa to 
the west extent of the “dragon's teeth” (rocky outcrops) 
south of this island is usually shrouded in thick fog and 
assailed by strong winds, making navigation perilous. 


You may also encounter groups of Spanish soldiers on 
the island. Though they will generally ignore Kenway, 
pistol fire will immediately arouse their ire. 


Deer can be quite plentiful here. Though you should 
already have Health Upgrade II by the time you arrive, a 
spree with Sleep Darts from a position of concealment 
can |ead to a stock of hides to sell and bones to craft 
dart ammunition with. 


The Treasure Map on the northwest beach leads to a dig 
site at 479,487 (San Juan, a dive site) that contains the 
Elite Fire Barrel Strength upgrade. Note that you cannot 
visit this destination until Sequence 06. See page 205. 


You can reach the Mayan Stela on the east side of the 
island via trees to the north and south. 


= : 


The Viewpoint for this island is in the southwest. You can only reach this elevated Facing south from the Mayan Stela at the north of the island, run directly ahead to find 
section of the ruins via the trees shown here. After you Synchronize, you can find two ; - this cave entrance. There are two Treasure Chests inside. 
Treasure Chests in a room below. 


| SERRANILLA (347,140) _ 


KEY DETAILS FORT SERRANILLA 


Availability Sequence 04; see page 196 for 


Activities Naval Contract x1 (see page 214 


l Amenities | Harbormaster, local officer 


REGION NOTES 


« This fort represents a noteworthy hazard for 
explorers, as: its Restricted Area touches 
upon two destinations but its sheer firepower 
precludes an assault with a weak Jackdaw. 
All but the very best captains will need 
the penultimate upgrades for key Jackdaw 
features before they attempt to conquer it. 


Mid-leve! men o’ war are more common in this 
region than any other. Once you reach the stage 
where you are prepared to settle for naught but 
the most valuable prizes, this is a great area 
to hunt in. For its sheer variety of high-level 
ships, the north of this zone (bordering on 
Chinchorro to the west and Charlotte to the 
east) is almost unrivalled. The area south of 
the fort tends to feature large fleets. 


The Legendary Ship known as La Dama 
Negra can be engaged in the waters to the 
southwest of the fort. 


A beach to the west of the Serranilla zone 
features a letter. Players collecting these 
fascinating missives should make a detour to 
pick this up when they are in the area. 


« This zone is a habitat for the great white'shark. 


‘|p ISLA PROVIDENCIA (502,44) 


2 KEY DETAILS 


Availability | Locked until Sequence 08, “Marooned”; available for exploration from Sequence 09. 


| Activities Mayan Stela x2, Treasure Map x1, Save Pirates 


Wildlife Black jaguar, crocodile, red howler monkey 


NOTES 


« If you sail manually or Fast Travel to the 
island marker after the end of Sequence 08, 
Kenway begins on the beach in the middle 
of the map. It makes sense to Fast Travel to 
the Viewpoint to the south (your start point 
for “Marooned”), and pick up all collectibles 
in that general area. You can then move to the 
north to complete your sweep of the island. 


With word evidently having spread about 
this location following Kenway’s escape, 
don’t be surprised to encounter soldiers on 
the island. You may find pirates to save on 
the beach close to where the Jackdaw is 
anchored, and a Restricted Area covering the 
north Viewpoint, with the vicinity patrolled 
by soldiers (including two Gunners in sentry 
positions). 


Black jaguars are far more common in the 
south of the island than during your first 
visit, so try to always have pistols or Sleep 
Darts at the ready to disable them from a safe 
distance. They do not appear in the north. 


A Treasure Map obtained via Kenway’'s Fleet (see page 218) leads to the position marked here. 


vee 


Check carefully for a crocodile before you attempt to collect the Treasure Map and nearby Animus Fragment. The Treasure Map 
leads to 525,253: Long Bay, a destination that remains locked until the end of Sequence 10. 
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te shown here to reach a well-hidden Treasure Chest. 


WISER B TST eee age eRe, 


In the area close to the southwest Viewpoint, foll 


The rare red howler monkey can be found to the west of the southeast Viewpoint, in a clearing that features an Animus 
Fragment and two Treasure Chests. As with other monkeys, use Eagle Vision to identify it in the trees, then shoot it with g 
a Sleep Dart or a pistol. If you already have a white jaguar pelt (see page 148), you can now craft the Hunter Outfit. 
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Zk | MISTERIOSA ( (307, 195). 


KEY DETsIEw* 


“Sequence 04: this i is ; also 

| Kenway’s starting position at the 

| beginning of Sequence 10 after the | 
onclusion of ‘Trust ls Earned”. 


Availability | 


“Activities | Mayan St ela 12, Treasu Ma 
r Wildlife | Capuchin monkey 


NOTES 


« A sandbank obsiructs the Jackdaw's access 
to this (quite breathtaking) destination from 
the south, though you can sail right to the 
shore from the north and west. The seas to 
the west are often covered with heavy fog and 
battered by high winds. 


This is definitely a location where the ability 
to mark collectibles with a custom marker is 
a huge benefit. This enables you to determine 
their precise elevation in relation to Kenway, 
which can prevent confusion and wasted 
journeys. 


The Treasure Map found not far below the 
Mayan Stela to the east leads to 623,172: 
Kingston. See page 178. 


A Leap of Faith from the Misteriosa Viewpoint 
will automatically complete the “Dive from 
45m” Abstergo Challenge if you have yet to 
do so elsewhere. 


The two Treasure Chests ostensibly close to the Viewpoint are actually in a cave far below, The Treasure Map from Amberaris Key leads to a dig site in the position marked here, not far 
which you can enter from the beach. from the Viewpoint. It contains the Elite Heavy Shot design plan and 3,000R. 


{ Sequence 04 


KEY DETAILS 


| Assassin Contract x2 (see page 190), Warehouse x1 (see 
page 210), Mayan Stela x1 | 

Amenities | Dock, harbormaster, local officer 

as pete. 


Wildlife | Capuchin monkey | 
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» NOTES 


« The Animus Fragment close to the Viewpoint can be collected 


by riding (or, from the Viewpoint, jumping to) the blades of the 
windmill. 


™ |t's better to leave collectibles on the island until you have finished 
a warehouse raid, as this will naturally thin the numbers of the 
local guards. Though the area around the manor house in the 
southwest is heavily guarded at the front, it's easy to sneak behind 
the building to open the Treasure Chest. From there, you only need 
eliminate the Gunner on the rooftop, then free run through the trees 
to reach the Animus Fragment on top of the flag pole. If you leave 
these two collectibles until last, you can then Fast Travel directly 
to your next destination, or the nearby Viewpoint. 


The high-level warships guarding this plantation make excellent 
additions to Kenway’s Fleet, though it will take a well-upgraded 
Jackdaw to defeat them. 


The dig site for the Treasure Map found at Salt Lagoon is found in the position shown here. The obvious approach to New Bone and its dock is guarded by two frigates and a Level 60 man 

it contains 4,000R. 0’ war, which is more combined firepower than the Jackdaw can match until you have invested 
quite colossal quantities of wood, metal and rea/es to turn her into a floating fortress. Sail in 
from the west instead, destroying fire barrels in the channel, then anchor in this approximate 
position. You can then swim to shore to avoid conflict. Once you have Synchronized with the 
local Viewpoint, you need not sail here again — until, that is, you're ready to claim the prizes 
that guard this plantation. 


a CHARLOTTE (470,272) 


KEY DETAILS 


— | Sequence 04; see page 196 for Naval Fort assault 
| AveNaenY ; Walkthrough, 


| Activities | Naval Contract x2 (see page 214) 


| Amenities | Harbormaster, local officer 


REGION NOTES 


« The Charlotte zone has only one location situated close to its 
Restricted Area, and you can’t actually visit that destination until 
Sequence 10. You could, potentially, leave this fort until relatively 
late in the story. 


Like Conttoyor in the far northwest, the area surrounding the 
Charlotte fort is covered by a perpetual storm until you conquer 
it. The challenge here, though, is negotiating rogue waves while 
evading fire from the fort. Success requires a blend of fine 
seamanship, patience and Jackdaw upgrades. 


Though its men o’ war are less noteworthy than those found in 
the neighboring Serranilla region, Charlotte's waters feature top- 
level brigs. Even with the Jackdaw bursting at its ultra-reinforced 
seams with firepower, these vessels are easily underestimated 
during battles against multiple vessels, Don’t make that mistake, 
and treat these opponents with a commensurate degree of respect. 
To the northwest of the fort, the convergence of five zones close to 
the Cayman Islands destinations makes for an interesting potentia 
hunting circuit. — 


The waters surrounding the fort contain a q 
ready Supply of great white sharks. 


LG | LONG Bay (525,253) 


KEY DETAILS 


; Locked unti! Sequence 10, “The p! 

| Observatory”; available for free 
exploration in Sequence 11, after 
ee “Delirium”. 
ie 


| Availability | 


Activities Mayan Siela rt | 


| Wildlife . y, crocedile 


NOTES 


« SPOILER WARNING! Unless you are 
particularly stoic about minor spoilers, we 
suggest that you avoid reading any further 
until you complete Sequence 10. 


The west beach is a good hunting ground for 
hutia. Crocodiles are common in the pools 
found in the jungle between the two northern 
Viewpoints, while howler monkeys can be 
found throughout the location. 


The Guardians are, naturally, less than ecstatic 
whenever they discover that Kenway has 
returned. They appear in the same approximate 
positions as during your story-based journey 
through the island, and still have the same 
proclivity for peppering Kenway with darts 
in the initial stretch of jungle from the start 
position. As before, use a combination of 
Eagle Vision and Sleep Darts to neutralize 
them without direct confrontation. 


SHIPWRECKS & 
Hunting for Treasure Chests is much easier if 
you use the Custom Marker function on the 
main map, especially in the cave system. 


WAREHOUSES 


The Mayan Stela here is the last one you will 
encounter if you have already collected the 
Stones from all other sites. If this is the case, 
head to Tulum to claim your reward. 


The Animus Fragment in the southwest of 
the map is collected automatically during the : - 
closifig ifinutes of Sequence 10. - es ent , Pape, i 


If you have already found most (or all other) ; 
letters, take a moment to study the small, - . = 
well-tended area where you find the one for ¥ . . 
Long Bay, then consider its significance... 


The Treasure Map found in Isla oxen “ere to this ae Fast Travel to the 
Viewpoint on the beach close to the caves for an easy journey. It contains 4, 000R. , 
_ " 
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K KINGSTON (623,172) 


KEY DETAILS 


Sequence 04: first visited during Sequence 05, 
; “Traveling Salesman” 


| Availability 
| Templar Hunt x1 (see page 186), Assassin Contract 
Activities x6 (see page 188), Warehouse x2 (See page 209), 
Save Pirates 


| 
Tavern, harbormaster, general store, local off 


| Wildlife Howler monkey, deer, rabbit 


ea bog dh as 
“Can Kenway fly? Can he swoop down from the heavens and spirit away what 
little coin we have eft in his damnable claws? Then a pox on him, and his 
acquisitive ways! He'll not take our Treasure Chest without a fight!” 


This Animus Fragment, south of the northern warehouse, is placed in a fiendish 
position — and clearly inaccessible by any potential jump. The solution is ta reach 
the branch closest to its position, press @ to drop to a hanging position, then 
swing with a combination of the High Profile Button and @. 


Once the manor in the north is unlocked at the end of Sequence 05, you will find 
two Treasure Chests inside the building. Be mindful of the Scout patrolling on the 
northeast balcony, and the two Gunners on the rooftop above. 


This Treasure Chest, northeast of the Restricted Area, can be an easy collectible 
to overlook. It’s just inside the cave. 


To collect this Animus Fragment, a short walk to the east from the general store 
in the north of town, climb the wall to reach its approximate level and perform 
a Back Eject (High Profile Button + @). 


A Treasure Map from Misteriosa ( ) leads to this dig spot. Your 
rewards for completing this hunt are the design plan for the Blackwood Wheel 
customization and 3,000R. 


ris an 


Though it’s not immediately apparent, you can use specially marked 
rowboats (q) to travel from the main Kingston city area to Port Royal on 
the opposite side of the bay, and vice versa; you can also, should the whim 
seize you, swim there if you please. You can find two Viewpoints, several 
collectibles, a Restricted Area covering the military facility and a fine view 
over Kingston on the opposite side of the harbor. 


NOTES 


* Though Kingston isn't officially visited during the story until Sequence 05, you are 
free to explore almost every destination on the Caribbean map prior to your journey 
to Tulum early in Sequence 04, It isn't possible to 100% Synchronize the city until 
the end of Sequence 05, but that doesn’t mean that you can’t make a start. 


« Unlike Nassau and Havana, Kingston features all possible enemy archetypes — and, 
on occasion, in dangerous numbers. 


= There are four major Restricted Areas in Kingston: a warehouse in the southwest 
(which offers surprisingly high yields of cargo for relatively little effort), another 
warehouse in the north (see page 209 for both), and a plantation in the northwest with 
an imposing manor house behind it. The manor itself is inaccessible until the events 
of “Unmanned” at the conclusion of Sequence 05, There is also a small plantation on 
the east side of the island where Kenway’s presence will not be tolerated. 


* We suggest that you leave the Manuscript Page in the southeast of the map until you 
complete the first Memory of Sequence 09. This makes it easier to complete one of 
its two Optional Objectives. 


«= Along the far west side of the map, there's a waterfall and a stream that leads to 
the seafront to the south. For a reason we cannot adequately explain, climbing it 
from south to north is a simple pleasure. You may occasionally find pirates held at 
gunpoint close to the waterfall below the Restricted Area, so have your wits and the 
Blowpipe ready to intervene. 


= The six shanties found in Kingston are all concentrated in the center of the city. It 
makes sense to clear all nearby rooftops of Scouts and Gunners, then collect all of 


them at once. Be careful to avoid Fast Travel within the location during this process: 
this will restoré ali sentries to their original positions. 


It's possible to climb the moving blades of the windmill (look for the Viewpoint 
close to the Restricted Area in the northwest). If you would like to reach the top to 
admire.the full view, even if only fora moment, start on the lowest of the four blades. 


You can hunt rabbits in the field to the west of the northern warehouse; these are 
more plentiful than anywhere else in the Caribbean. On the green expanse on the 
east side of the map (which is rather larger than the Synchronized area viewed 
on the in-game map would have you believe), howler monkeys and deer are 
commonplace. If you have yet to acquire the upgrades that each animal's skins 
can unlock, Kingston is an easy place to pick them up. There’s a certain degree of 
overlap between the habitats. If you need to make small but respectable sums of 
reales, a north-to-south sweep of the area as yet untouched by the steady creep of 
the city will usually bring you into contact with at least a dozen animals. 


in addition to a Manuscript Page, the frigate anchored to the east of the Jackdaw 
also plays host to a “save pirates” scenario. This involves two Gunners with weapons 
trained on the captives, two Brutes standing guard over the chest, a patrolling Captain, 
a standard soldier at the front of the vessel and a Gunner on the mainmast platform. 


Fort Charles in the Port Royal area is heavily guarded, with numerous Brutes and 
Captains. When the time comes to pick up its collectibles, you may wish to employ 
the services of drunken pirates in the area to create diversions. There is a tree close 
to the northeast wall that offers an easy route for infiltrations. 
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[L NAVASSA (728,219) 
| ; ) 


KEY DETAILS FORT NAVASSA 


r | Sequence 04: § see ee page 195 for 7 
| Availability " Naval Fort assault walkthrough. 


Activities 


Amenities | Harbormaster local officer = 


REGION NOTES 


= |f the Jackdaw has a reasonable level of 
improvements {with the Reinforced Hull 
upgrade and basic weapon enhancements a 
bare minimum requirement, even for expert 
captains), it makes sense to liberate the 
Navassa fort in Sequence 05, before or after 
you first visit Kingston. 


A beach to the east of the fort has a letter, 
which players looking to experience every 
last scrap of story (if not collectibles) may 
wish to pick up when they sail past. 


You can witness some epic battles between 
Spanish and British ships south of Kingston. 
These usually feature ships common to the 
Navassa area if you are departing straight from 
the port, but may involve more powerful ships 
from the Charlotte region if you sail there. 


This region is the second potential hunting 
site for humpback whales. 


You can find the HMS Prince far southeast of 
the fort. This may be the first Legendary Ship 
that the Jackdaw can plausibly tackle: see 
page 217 for details. 


KEY DETAILS 


Av aitabilty | ik Sequence o4 “ 


rn 
Activities | Assassin Contract 2 
| | (see page 191), Treasure “ xt | 
| 


| Amenities 


NOTES 


® This location is surrounded by a Restricted 
Area when you first arrive, with a frigate 
guarding the most obvious approach north of 
the island. You can, however, easily bypass 
a confrontation here by sailing in from the 
south instead. 


Pirate brigs operate in this area, which can 
make for a fascinating backdrop as you explore 
the island: the local British ships (including 
the frigate guarding the island) are always 
quick to engage them. You can profitably jump 
into these battles if you wish: the pirates will at 
least draw fire away from the Jackdaw. 


This is one of only two locations outside of 
the three main cities where you can encounter 
a Manuscript Page. 


The Treasure Map located on the northeast 
beach leads to 565,539: Jiguey, a cave west 
of the fort at Gibara (see page 197). 


M J MYSTERY ISLAND (980.79) 
4 Ve es 


0 KEY DETAILS 


| Sequence 04; only in special limited- | 
Availability | edition versions of Assassin's Creed | 


Wildlife J 


NOTES 


™ Much Jike Sacrifice Island in the northwest 
of the Caribbean map, this location features 
three special treasures to obtain from gold 
chests. There are also two standard Treasure 
Chests: these do not count towards your 
Progress Tracker totals. 


« Most ofthis location is covered by a Restricted 
Area. Though the number of pirates quarding 
the island is generally light, they will attack 
without hesitation after identifying Kenway as 
an interloper. 


« On the north of the east island, two pirates 
fight for the entertainment of six spectators. 
They will all turn on Kenway if he makes his 
presence known. 


The gold chest on the east island contains The Revenge's Figurehead: a customization for 
the Jackdaw. From your start position in the south (watch out for a prowling jaguar), there 
is an easy free run route to reach it. After you collect it, look to the north to see a civilian 
struggling with two pirates. We suggest that you attempt to intervene... 


From the east island, you can climb to the Viewpoint before you collect the two remaining 
treasures. The first is lightly guarded (you can dispatch the nearby pirates with fairly 
effortless assassinations). The second requires a little free running when you reach the west 
island. The chests contain Stede Bonnet's Attire (an outfit for Kenway) and The Revenge’s 
Sails (a Jackdaw customization). 


There are four Templar Hunts to complete, with each story consisting of four individual 
missions. Each mission fulfilled will grant a modest sum of reales (350R, S00R, 
700R, and 1,500R_ for the final one) leading to a total reward of 3,050R. for each 


Mission 01 — “The Taino Assassin”: You will find Opfa Apito in Cayman Sound. Talk to 
her to begin the mission. She challenges you to skin more prey than she can. Don't try to 
follow her for the first kill, as she will get it before you no matter what. Instead, run to the 
beach to the northwest and take down your first hutia with a pistol snap shot. Skin it, then 
sprint back to the south. When you reach the search zone at the waypoint, use Eagle Vision 
to spot another hutia and forcibly separate the animal from its skin. Repeat this until a white 
jaguar automatically attacks you. React swiftly to the onscreen button prompts, then run to 
the safety of the tree, as pictured. The predator cannot reach you from such a vantage point. 
Patiently aim at it with your pistol, then fire when you have a clear shot. 


complete set of four missions. Once you have finished all four Templar Hunt side 
quests, you wil obtain the Keys»required to unlock the Templar Armor in the Great 
inagua hideout. This special outfit reduces the damage taken by Kenway by 25%. 


Mission 02 — “Templar Ships”: Sail to the nearby Grand Cayman to meet with Opia on 
the dock. Follow her, then move to the eavesdrop zone to the west. Throughout this short 
section, simply dash from one blending opportunity to the next unti! your targets stop. Now 
follow the marked man, using Fast Walk to close the distance, and pickpocket him. 


Mission 03 — “Right-Hand Man”: Opia is only a short walk away from where the previous 
mission ended. After you begin, follow her unti! she asks you to hide. Do so in the hiding spot 
literally one step away from Kenway. As the cutscene ends, a chase begins. Following your 
target can be confusing in the maze of wooden platforms, so simply turn around, sprint past 
the hay pile and jump in the shallow water below. Run all the way to the crooked tree, as shown 
here, to trigger another cutscene. Free run via the wooden poles to quickly reach the Jackdaw, 
then use travel speed to catch up with Vargas. Mark his ship with a Custom Marker and, using 
the distance meter as a guide, launch a mortar volley as soon as you are within 500m. Once 
the vessel is sufficiently weakened, board it. A precise swivel-gun shot at Vargas himself is all 
it takes to complete the mission, without even setting foot on his ship's deck. 


Mission 04 - “The Trail of Lucia Marquez”: The final mission in this Templar Hunt 
begins on Pinos Isle to the north. See page 160 if you haven't been to this location before 
for tips on how to best to reach it. Use the obvious path through Stalking Zones to tail your 
target until you reach an opening where you are requested to kill a group of guards. For an 
easy outcome, blow up the powder reserves with your pistol, as shown here. Dispose of any 


| survivors as you see fit. Another wave of enemies will arrive from the west. Use of Smoke 
| Bombs is the shortest way to victory. Your only real priority is to protect your ally, so drop 


each bomb close to her. Once all combatants are down, chase Marquez and assassinate her 
as she turns around to shoot you, 


TEMPLAR HUNT 02 —~ RHONA DINSMORE 


Mission 01 ~ “Bureau Under Attack”: This chain of quests begins in the south of Havana. 
Your goal is to survive a long battle where several waves of enemies will attack you from 
three different entry points. Though you can defeat them in conventional combat, you can 
make the whole process much easier by dropping powder kegs at the three choke points 
pictured here. You have ample time to do so between each wave. Blow up the kegs as 
soldiers run by them (you can see them coming on the mini-map), then deal with the 
survivors. Don’t forget to reload your pistols before each new wave arrives. 


| Mission 02 — “A Thief in the Market”: The previous mission leaves you right in front of 
| Rhona. Talk to her if you're ready to proceed. Your objective is to catch a thief in the market 
at the steps of the cathedral to the north. Skirt around the search zone and locate your target 
from the north, as shown here. The man will run straight towards you. Simply hold the High 
Profile Button, tilt @® in his direction and press @ when he is within tackle range for an 
| immediate finish. 


Mission 03 — “Arms Race”: This mission starts in Havana’s Assassin's Bureau, and your 
goal is to ignite three powder reserves, You are free to use any method you prefer, our 
walkthrough offers a stealth solution. You should begin with the closest waypoint, to the 
north. Approach the Restricted Area from the west, and quietly take down the nearby soldier 
when he’s at the far extent of his patrol. You can hide in the nearby hay pile if this helps. 
Now wait until the other two sooftop sentries walk away, towards the east. You have ample 
time to drop down, ignite the powder reserve, and leave the area the same way you entered. 


| The second powder reserve is found in a Restricted Area to the northwest. Approach the zone 
from the south, and hire the dancers. Calmly walk to the powder reserve, ignite it, then leave 
the premises via the nearby doorway. 


The third powder reserve lies directly to the north. Approach the Restricted Area from the 
southeast rooftops. Silence the sentry to your left (highlighted here) with a Sleep Dart then, 
after ensuring that the Captain patrolling in the courtyard and the other rooftop sentry are 
looking away, quickly drop down to the reserve and ignite it. Feel free to incapacitate these 
enemies with Sleep Darts too if they make you nervous, but the length of their patrol routes 
gives you ample time to proceed. The mission ends immediately after the explosion. 


Mission 04 — “Flint’s End”: Meet Rhona in the center of Havana for this final mission. 
Follow her until you reach the Restricted Area @). Though opting for violence is definitely 
a possibility, this leads to a difficult battle, with enemies surrounding you (and Rhona likely 
| to expire in the melee). For a swift conclusion, do not enter the Restricted Area with Rhona, 
and instead sprint along the houses until you're out of the zone (®). Now run around the 
Restricted Area and enter it from the southwest (©). Sprint fo the hay cart and hide to allay 
any suspicion (@). You can now calmly move out of your hiding place and align a headshot 
t on Hillary Flint (©), then escape by swimming away. 


TEMP ae 


Mission 01 — “The Marcon Assassin”: Meet Anto at the Bureau in the south of 
Kingston. When the mission begins, run straight to the west, towards the waypoint, only | 
briefly stopping to hire the dancers directly to your right. As they keep you concealed | 
from scrutiny, you only need to remain within the eavesdrop circle. Use brief bursts of 
Fast Walk to ensure that you are not outpaced. Once the sequence ends, run to the next | 
waypoint and hire a new group of dancers located a short walk from the marker. Once 
again, follow your targets while blending among the dancers, When a chase begins, 
pursue your prey into the alleyway to your right, then use the shortcut pictured here to 
easily tackle one of the fugitives (hold the High Profile Button and press @). | 


Mission 02 - “Recruiting Maroons”: Go talk to Anto at the mission start position. Your 
goal here is to free three slaves held captive (and at gunpoint) inside small Restricted 
Areas. For the first site, a short walk to the west of your starting position, simply perform a 
double air assassination as pictured here, then free the slave. 


Run to the second site to the northeast. A group of guards are taking the slave behind the 
house pictured here. Hire the dancers under the canopy and use them to distract the two | 
soldiers close to the slave, then casually free the prisoner. | 


The third and final Restricted Area is further to the northeast. Approach the wooden fence 
from the northeast corner. Stand on it in the position shown here, then put the soldier to the 
northwest to sleep, and backstab the Captain before you free the slave. 


Mission 03 — “Under Attack”: You will find Anto back at the Bureau. Your mission here is 
simply to protect your allies from several waves of opponents. In between waves, you can 
optionally run to nearby sites where ambushers are gathering, though this is by no means 
mandatory or efficient. Your priority here is to make sure that Anto survives, so simply stay 
with him all along. Your opponents are all basic soldiers or Scouts, so Kill Streaks prove | 
very efficient. Whenever you are outnumbered, drop a Smoke Bomb, assassinate one of the | 
incapacitated men and follow up with a long Kill Streak. After a few waves, the mission ends. 


Mission 04 ~— “The Commander's Ruse”: For the final assignment, Anto waits for you in 
the center of Kingston. This begins with a simple tail, where all you have to do is tag your 
targets with Eagle Vision, then follow Anto — who will both show you the way, and do the 
dirty work for you. Once you reach the large Restricted Area where Abraham is hiding, stop 
folfowing Anto, and run to the northeast corner of the zone, where you will find an opening in 
the wall (@®). You are in no danger here as you are still outside the Restricted Area. Identify 
the Captain as Abraham with Eagle Vision and he will make a short patrol around the well 
behind him. While he does so, sprint to the opening in the north wall (®)). This is the first 
time you must enter the Restricted Area, but fortunately you have Stalking Zones to conceal 
you. Quickly run to the one close to the well ©), and either hit Abraham with a Berserk Dart, 


' or whistle and quietly assassinate him. Complete the mission, and this Templar Hunt, by 


sprinting out of the Restricted Area through the opening to the north (@)). 


TEMPLAR HUNT 04 — VANCE TRAVERS be 


Mission 01 — “Oh Brother...”: You can find Vance Travers in the center of Nassau. After | Mission 02 — “The Other Brother”: You will begin this mission by speaking to Upton, 
your introduction, run to the search zone to the north and hire the dancers, then identify your | in the west part of Nassau. After a short walk, Upton asks you to tail him and protect him 
target with Eagle Vision. All you have to do now is keep inside the eavesdrop circle while | from thieves. Hide in the nearby Stalking Zone as requested, then tail the two brothers from 
remaining blended. When the eavesdrop ends, climb on the rooftop of the building to your | a safe distance after you have marked them with Eagle Vision. Follow the path shown here to 
right (pictured here), identify Upton with Eagle Vision, then take him down from your vantage |  stealthily assassinate the first two thieves from behind when they arrive from the northwest. 
point with a Berserk Dart, a Pistol headshot, or even a standard air assassination. 


Hire the dancers in front of the gallows, enabling you to follow the two brothers closely, as | Once inside the search zone, climb on the rooftop of the house in front of you and identify 

pictured here. When the third and final thief approaches, assassinate him while blended | the target: he arrives from the north. An air assassination as he passes below you is all it 

among the dancers. Keep following Upton with the dancers surrounding Kenway. After a takes to complete the mission. il 
short eavesdrop sequence, you will have one minute to reach a search zone to the southwest, | 

clearly marked by a waypoint. 


Mission 03 — “Upton’s Sorrow”: Go talk to Upton at the tavern. Your objective here is | Mission 04 — “Queen of Pirates, King of Fools”: The final mission start point is on the 
to protect Upton and escort him to safety. You are unarmed during the initial brawl, so use | east side of Nassau. Ensure that your pistols are loaded before you begin. The waypoint 
Counter Kills and Kill Streaks to rapidly take down your opponents. Hire the dancers you | soon leads you to a large search zone, which is also a Restricted Area. Free run through the 
encounter and send them away. Three guards will attack Upton after he relieves himself | trees to cross the entire zone, all the way to its west edge. From one of the branches, identify 
in the middle of the street. As you now have your weapons, double assassinate two from | Vance with Eagle Vision, then air assassinate him as pictured here. A chase immediately 
behind to get a head start, or drop a Smoke Bomb and eliminate them all ina single Kill | begins, but you can end it in mere seconds: sprint after Jing Lang and hit her with two pistol 
Streak, snap-shots for an instant finish. 


yee, 


Assassin Contracts are action-oriented puzzles, in a sense, each one a unique arrangement 
of guards designed to prevent Kenway from administering a lethal blade, blow or Blowpipe 
dart to the specified target. They always take place in Restricted Areas, either temporary, or 
“borrowing” existing sites from militarized or off-limits areas throughout the Caribbean map. 
Experimenting with different approaches to find a pure and unadulterated solution, opening 
up the route to an easy assassination, is absorbing and rewarding, It is enormous fun to. beat 
these missions with your own artifice and imagination, so we would suggest that you attempt 
to do so before consulting the walkthroughs in this section. Our approaches are designed (ams 
for immediate, frustration-free success — and that, we’ll candidly admit, is rarely the most ; 
enjoyable way to experience these side quests. 


Blowpipe darts of both varieties are phenomenally useful in these missions, so always ensure J 
that you have a ready supply (plus a backup cache of bones to craft them). Sleep Darts, as eVRiN 
are the keys that so frequently unlock unobstructed passage to a favorable vantage point or direct 
assassination opportunity. Berserk Darts, however, are the absolute weapon of choice for kills, 
as they enable you to kill your target without initiating a post-assassination fight. Rather than 
struggling to extract yourself from a melee, you can leisurely watch one unfold before you take 
your leave. You should not, however, feel obliged to use this powerful tool on every occasion, 
Traditionalists may prefer the personal touch of a hidden blade after a bold leap, the artistry ofa ) 
headshot on a moving target, or the chicanery of an infiltration that involves the services of dancers 
or drunken pirates. Everything, as they say, is permitted. 4 


Contracts in most areas must usually be completed in sequence, with a successful assassination 
unlocking a subsequent challenge for that location if any remain. In the event that a target 
escapes, you can FastTravel to a nearby Viewpoint to reset the side quest. Each fulfilled contract 
will provide you with 1,000R, plus an additional bonus if you do not trigger open conflict in 
the majority of instances. For easy reference, the order in which we cover them duplicates that 
of the Progress Tracker. 


Kingston (Contract 01) — “The Plantation Master”: Approach from the path to the west 
that runs alongside the Restricted Area. Climb onto the rooftop and, after ensuring that the 
patrolling Captain is facing away, hit the marked target with a Berserk Dart. 


Kingston (Contract 02) — “The Guard Post”: This target stands on top of a rock outcrop, 
| with the main path guarded by five soldiers. While you can incapacitate these with Sleep 
Darts, or potentially sneak to the target's position via a climbing path on the north side, 
there is an even easier solution. From the cliff to the west, you can move within range for a 
precision head shot, or hit the Captain with a Berserk Dart. 


Kingston (Contract 03) — “The Slave Traders”: Approach from the east and climb the 
rooftop shown here to identify your target. You can achieve this without disturbing any of | 
the sentries overlooking the area, though it’s usually sensible to hit the patrolling Gunner 
on the rooftop to the west. Shoot the target with a Berserk Dart, then watch the battle unfold. 


+ 


Kingston (Contract 04) — “The Judge”: This assassination takes place in Port Royal, 
to the south of Kingston; you will need to use one of the Fast Travel rowboats on the shore 
to reach this part of the map If this is your first visit to the area. Otherwise, Fast Travel to 
the nearby Viewpoint to begin, Approach from the southeast and climb the building shown 
here, Your target is the man shouting outside the door of a house on the opposite side of the 


| Street. While it is possible to air assassinate him, he will sprint to escape at the merest sight 
| Of Kenway, which begins a fairly complicated chase. For that reason, it's wiser to shoot him 


| witha pistol or a Berserk Dart from a safe distance. 


Kingston (Contract 05) - “The Weapons Smugglers”: Approach the Restricted Area frorn the 
south and ride the lift to reach the rooftop, then silence the patrolling Gunner. From here, you can 
identify the target (a Captain) and hit him with a Berserk Dart, For a change of pace, if you don't 
mindap 


Havana (Contract 07) — “Beach Bonfire”: Approach the circular Restricted Area from 


the west and immediately enter the Stalking Zone. Your target walks a short patrol between | 
the hiding spot and the brawling pirates. Transfer into the hiding spot when he is at the latter | 
position, then assassinate him on his return. 


Havana (Contract 09) — “The Spanish Commander”: Approach from the rooftops to the 
east and, after tranquilizing any Gunners within range, look for the Captain as he walks his 
patrol. A single Berserk Dart wil! suffice; when he falls, you can retrace your steps to leave 
without complications. You could, alternatively, use the nearby dancers to distract guards 
stationed at the east or north entrance, then strike with a dart from a safe distance. 


Havana (Contract 11) — “No More Taxes”: Approach from the rooftops to the south to 
avoid Gunners. From the very edge of the rooftop, look down to the left to see your target 
(a Captain). A Berserk Dart fired at any part of his body will end the mission without further 


exertion. 
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Kingston (Contract 06) - “The British Captain”: Your target stands at the center of a small 
Restricted Area, loudly remonstrating with citizens. A Berserk Dart is the cleanest solution, and 
can be administered from the rooftop to the north, or even from the beach to the southeast. 


Havana (Contract 08) — “A Shipment of Powder”: From the dock to the south, jump into 
the sea and swim to the northeast edge of the Restricted Area. Your target, a Scout, walks the 


short patrol marked on the accompanying screenshot. Stealth swim to the side of the boat, then 


| climb up and hang from the ledge. When he moves within range, perform a ledge assassination. 


Havana (Contract 10) — “Unlicensed Dealer”: Make your way to the southeast corner 
of the Restricted Area and employ the group of dancers. Order these to distract the quards 


| marked on the screenshot, then climb onto the low roof; this position is not overlooked by 


ihe many Gunners and Scouts on the upper rooftops. While being careful not to move too far 
forward, identify your target with Eagle Vision, then hit him with a Berserk Dart. 


Havana (Contract 12) ~ “A Botched Escape”: Start your approach from the northeast. 


| Climb the scaffold, then incapacitate the patrolling Scout. Move to the next rooftop to identify 
| your target below. As soon as you set eyes upon him, he will enter into an altercation with 
| the nearby guards — and his first instinct will be to flee. Stop his escape with a Berserk Dart. 


Nassau (Contract 13) — “The Pirate Captain”: Approach the Restricted Area from the 
east, through the lengthy tree-based free run course that begins behind the general store. 
From the safety of your vantage point, use Eagle Vision to identify the Captain, then hit him 
with a Berserk Dart. 


Arroyos (Contract 15) — “Tomb Raiders”: The target for this contract is found on Pinos 
Isle to the southeast. The Restricted Area around the ruins is very large, and the infiltration 
fairly complex if you move in from the southeast. If you have Synchronized with the local 
Viewpoint beforehand, however, you can Fast Travel directly to the very heart of the search 
zone. Perform a Leap of Faith into the hiding spot to your left, then whistle and execute | 
a corner assassination on the guard outside the northeast entrance. Repeat this for the 
patrolling soldier who will emerge from the same door moments afterwards. Your target — a 
Captain — will set off on a patrol after you enter the ruins. For this reason, a direct approach | 
works best. Sprint to the second door to the right, then press up against the edge and | 
perform a third and final corner assassination. ff things should go awry, you can Fast Travel | 
to the Viewpoint above to reset the contract to its default state. 


Nassau (Contract 14) — “The Outlaws”: If you have already Synchronized with the 
Viewpoint in the Restricted Area (and if not, you should do so before you begin), you can 
simply Fast Travel to the location. On arrival, immediately turn and hit the sentry on the 
rooftop behind you with a Sleep Dart, then identify the target below (a Brute) with Eagle 
Vision. Strike him with a Berserk Dart, then wait until he falls; it may be prudent to use this 
time to knock out the pirate that you tranquilized moments before. 


Arroyos (Contract 16) — “A Last Drink For The Road”: As soon as you accept the contract, 
sprint for the harbormaster stall. After remonstrating with a man, your target — a Captain — will 
kill him and run to his boat at the dock. Once on board, the vessel will sail away, necessitating 
a naval battle to complete the assassination. If you reach the harbormaster from the direction 
shown above, though, you have just enough time to identify your target with Eagle Vision and 
hit him with a Berserk Dart right after he performs the murder. 


New Bone (Contract 17) — “Castaway”: This target is found on Cayman Sound, with the 
entire island a Restricted Area for the duration of the mission. Fast Travel to the Viewpoint to 
begin; you should be able to identify the Captain to the northwest from up here. Being careful 
to avoid patrolling pirates, enter either of the Stalking Zones close to the target's position, 
and you can then easily hit him with a Berserk Dart. 


{ 


| Corozal (Contract 18) — “The Unworthy Brother”: You must conquer the Chinchorro 


Naval Fort to complete this contract, which means that it is one that you will probably leave 
until you have the majority of Jackdaw upgrades later in the game. Once the fort is under 
pirate control, Fast Travel to the area. Climb up to the Fort Commander's office (on the north 


| side of the Restricted Area), then eliminate the Gunner patrolling there, If you listen carefully, 
| you can hear the target make claims about what he might do in the event that Kenway 
| attives to take back the fort. An air assassination works as a worthy rebuttal, though a pisto! 
' headshot or Berserk Dart will also suffice. 


Crooked Island (Contract 19) —- “The Poachers”: This contract is completed on 
Mariguana Island, so Fast Travel to the Viewpoint there after you accept it. Interestingly, the 
target — a Captain — is within range for a Berserk Dart shot, which makes this the easiest 
assassination of all. 


Crooked Island (Contract 20) - “The Deserter”: You must trave! to Salt Lagoon to 
complete this contract. The target is found beneath the natural rock “archway” in the north 
of the island, and is completely alone. If he spots Kenway, he will run — but he’s actually 
not particularly fleet of foot, and can be caught after a short pursuit. For an easier kill, take 
a pistol headshot from a Stalking Zone or run up and assassinate him from behind when 
he turns away. 


Grand Cayman (Contract 21) ~ “The Twin Dilemma”: After accepting the contract, 
climb to the rooftop above the coop and free run to the east to reach the position shown 
here, overlooking the local tavern. You have two targets to kill, with several soldiers in the 
general vicinity. The simplest solution is to hit both marked individuals with Berserk Darts. 


New Bone (Contract 22) — “The Dreaded Pirate”: This target is located in Misteriosa. 
Fast Travel to the Viewpoint in that location, and use Eagle Vision to identify your quarry 
far below. This Captain walks a short patrol between two points until you approach him, at 
which stage he will begin walking to the west. However, if you quickly run to the low tower, 
as shown on the screenshot above, you can easily hit him with a Berserk Dart before he 
moves out of range. 


lle 4 Vache (Contract 23) — “The Expedition”: This assassination takes place on 
Cumberland Bay. Unless you have already dealt with it, this island is blockaded by a man o' 
war (see page 165 for advice on how to land without combat). As is so often the case, the 
best way to begin is to Fast Travel to the local Viewpoint. On arrival, turn to face the opposite 
direction immediately and fire a Berserk Dart at the target highlighted here. You can then 
take a Leap of Faith into the water below. Note that you can also perform this assassination 
by sneaking in from the beach to the west to reach the Stalking Zone, as depicted here with 
a segmented line. 


fle 4 Vache (Contract 24) — “The Slave Master”: This contract requires that you 
eliminate a target in Tortuga, which you may be able to combine with a warehouse raid (see 
page 211) for a highly profitable visit. Anchor just off the north beach to begin, then run 
up the slope to reach the first Stalking Zone marked here. Though the front grounds of the 
house are patrolled by an assortment of soldiers, your quarry is unattended at the rear of 
the building. Move through the Stalking Zones, avoiding patrols where possible, then climb 
the roof of the house. You can then complete the contract with a textbook air assassination. 


Andreas Island (Contract 25) — “A Slaver’s Business”: This is an unusual contract, as 

you will find no target at the Restricted Area surrounding the dock. If you wait for a short time, 
however, a ship will sail in. Your man is on board — and out of weapon range. There are several 
potential solutions here. f you favor showmanship, you can knock out all five guards on the 
dock with Sleep Darts before the ship arrives, then stand in wait — at a sensible distance —and | 
calmly dispatch the target with a pistol headshot before Kenway is noticed. You could even | 
swim to the back of the vessel and make your way up into the rigging, then finish with an 
air assassination. As this mission does not feature a stealth bonus, the quickest and easiest | 
solution, however, is to sink the vessel with the Jackdaw before it even reaches the dock. 


Andreas Island (Contract 27) — “The Treasure Hunter”: You must journey to Abaco 
Island to complete this contract. Fast Travel to the local Viewpoint, then turn to the south. 
Your target will walk into a tent, leaving a sufficient area of his body visible for a well-aimed 
Berserk Dart. Immediately turn to the north and perform a Leap of Faith into the hiding spot 
and wait until the commotion dies down. 


Grand Cayman (Contract 29) — “The Smuggler’s Squat”: This contract cannot be 
completed until after you obtain the diving bell early in Sequence 06, as it is required to 
access the location of your target: Anotto Bay. If you have yet to go there, see page 206 for 
a walkthrough that explains how to negotiate the underwater maze to reach the cave where 
your target awaits. On arrival, watch the central cave area and wait for a patrol! to pass by; | 
you wil! see the target (a Captain) in the distance. When the patrol moves away, perform 
a ledge assassination on the pirate above your position, then immediately assassinate the 
second, who is brutalizing a prisoner. Fire a Berserk Dark at the Captain, and drop back into 
the water (and move under the walkway) to stay out of sight while his men resolve the matter 
to your satisfaction. 


| Salt Key Bank (Contract 26) — “The Informant”: {f you have yet to conquer the Naval Fort 


at Dry Tortuga, you will need to do so before you can complete this contract. Once you are 
ready, Fast Travel to the fort and knock out the Scout above the gate with a Sleep Dart @). 
You can then fallow the route shown here to sneak up to where the enemy forces are stationed 
(®)). Traverse on the outer edge of the wall at the top of the steps ©) to identify your target, 
who is incautiously sitting next to a powder reserve. Equip the pistols, then climb onto the wall 


(O) and open fire at the explosives to compete the contract. 


Salt Key Bank (Contract 28) — “Shady Business”: Ensure that you have a supply of mortar 


ammunition (and, ideally, the Advanced Mortars upgrade) before you begin. Return to the 
Jackdaw after accepting the contract and sail west to reach the waypoint marker. From the north 
of the search area, use the spyglass to identify the vessel (a schooner), then immediately set 
sail to the west in pursuit. Your target will sail close to the coast, but you should go around the 


| outside of the island. Once you have a clear sight of the ship, fire a mortar barrage just ahead 


of her position; even a half-decent number of hits should incapacitate her immediately. If you 


| are quick, you can then move in and board or just sink the vessel before its naval bodyguard (a 


slow-moving frigate) can come within range to necessitate further combat. 


Corozal (Contract 30) — “The Outlaw’s Cave”: Note that you cannot complete this mission 
until you get the diving bell in Sequence 06. Acquire a dagger from a Scout anywhere in the 
world before you begin this contract, which necessitates a visit to Ambergris Key. Before you 
set off, you should also ensure that you collect the Treasure Map from Corozal, as this location 
also features a buried treasure. If you need a walkthrough of the approach to the cavern where 
the target can be found, see page 207. When you reach the end of the underwater tunnel and 
emerge to behold the ruins, look up to the northwest. There is a sentry far above, with a second 
patrolling pirate joining him briefly at regular intervals. Wait until the patrolling pirate walks 
away, then kitl the sentry with the dagger @®) —~ just move within range, below his position, 


| then tap @ when he is highlighted. Now climb the ruined pillar (@)) to reach the upper 


platform, and position Kenway for a corner assassination when the pirate returns (©). Pick up 
| the nearby musket, carefully identify your primary target patrolling in the main chamber (@)), 
| then shoot him and brace yourself for the fight that follows. 


Conquering each fort unfogs the Caribbean map, removes its Restricted Area and 
reveals all collectibles in the corresponding zone, in addition to a small monetary 
bonus. There are three Level 1/Easy forts (ey — Dry Tortuga, Eleuthera, Gibara), 
four Level 2/Medium forts (g — Castillo de Jagua, Cabo de Cruz, Conttoyor, 
Navassa), and three Level 3/Hard forts (jy — Chinchorro, Serranilla, Charlotte). 
As a general rule, all Level 1 forts can be conquered with the basic set of Jackdaw 
upgrades available at the end of the naval tutorials during Sequence 03, though 
additional enhancements are a boon if you invest in them beforehand. Level 2 
forts require mid-level upgrades: Reinforced Hull Armor, Advanced Broadside 
Cannons Set, Reinforced Round Shot Strength, Reinforced Mortars and, ideally, 
Advanced Swivel Guns. For Level 3 forts, you should consider the penultimate 


He: 
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Approach this fort from the east, as this enables you to assault the southernmost tower with 
two or three broadsides as you round the tip of the island. If you have already invested in 
the mortar, you could also bombard the fort before it is even in sight, using the distinctive 
red hue that appears when a potential barrage is “on target” as a guide. This isn’t strictly 
necessary though, as — even at full sail — you can usually decimate the three targets with 
broadsides and swivel-gun fire alone during a single pass. Dock on the north side of the fort 
to begin the ground assault. 
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Fort DRY TORTUGA (254,749) 


level of all major Jackdaw upgrades as a baseline requirement, with Elite 
upgrades a welcome bonus if you have them. 


After the initial naval assault, the second stage of conquering a fort comes as 
you dock the Jackdaw and join the battle inside the walls. You must defeat at 
least one marked Captain — and up to three for the harder forts — to break the 
spirit of the defenders and force their surrender, which unlocks a final waypoint 
where you are instructed to assassinate the Fort Commander. Our solutions focus 
on the most direct route to each Captain, ideally with fuss-free assassinations, 
but enemy forces may engage Kenway and complicate matters at any time. We 
Suggest that you always have a plentiful supply of Smoke Bombs, loaded pistols 
and, if possible, Blowpipe ammunition before you begin an attack. 


After climbing the outer wall, follow the route shown here to reach a set of ropes that run 
above the Captain's position. Perform an air assassination, then briefly defend yourself until 
the guards surrender, or simply make an immediate break for the waypoint to reach and kill 
the Fort Commander. 


The most practical approach to Eleuthera is from the west, as this should enable you to 
destroy all marked targets in a single pass — and leave you perfectly positioned to dock on 
the east side before other ships can potentially approach the area. Feel free to slow to half 
sail when you move in close: this fort's pitiful firepower shouldn't make too much of a dent 
in the Jackdaw. 


By free running and climbing the course shown on the accompanying screenshot, you can 
reach a wooden beam directly above the enemy Captain for an easy air assassination. You 
can then drop down to the entrance to the war room directly below. 


"| FORT GIBARA (657,521) 


Approach this fort from the west, along the coastline, or directly from the north, 
as the approach from the east leads through waters that may be patrolled by brigs 
and even occasional frigates. Gibara is as structurally weak as Dry Tortuga and 
Eleuthera, but the heavy shot fired by the cannons above its south-facing gate can 
pack a hefty punch — so don't linger within their range. Once the defenses have 
been destroyed, and on the dock on the west side to begin the ground assault. 
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Sail in along the coastline from the west to begin this relatively straightforward 
naval assault. Once you move within range, you can assail the defenses with 
mortar barrages before you swing the Jackdaw around for broadsides, There are 
usually gunboats in the area, but these are no more than.a nuisance: concentrate 
your fire on the fort itself. When it falls, carefully steer the Jackdaw away from 
enemy ship detection zones to safely dock without further conflict. Inside the 
walls, it makes sense to start with the Captain in the northeast of the fort. Climb 
the building to your left when you first arrive, then free run over the elements 
on the wall of the building to the left of your target to reach a set of ropes. From 
here, highlight your target and perform an air assassination. 


FORT CABO DE CRUZ (566,390) 


Though it's perhaps a little quicker to just climb directly to the Captain's 
position, he's accompanied by two guards who will run to his aid. For a clean 
conclusion to this assault, follow the route outlined above to end the fighting 
with an air assassination. 


From the site of your previous assassination, it’s usually possible to sprint 
to the south and perform exactly the same trick with the second Captain. Be 
careful to ensure that he is highlighted before you commit to the attack: there 
are other defenders in this area, so it’s easy to air assassinate the wrong target 


if you are too hasty. 


Sail in along the coast from the west, as this usually enables you to sail 
through the Restricted Area without encountering enemy ships. You can use 
mortar barrages once within 500m to weaken the nearest defenses, though 
you will usually require two passes of the fort to destroy all highlighted 
targets with the mid-level broadside cannons and swivel-gun upgrades that 
we recommend for Level 2 forts. Once you are inside the walls, there are two 
Captains to kill — the first of which is directly to the south. We find that you 
can often circle behind him for a fuss-free assassination, but he can be a little 
twitchy and break into a run. As it happens, he won't move far. Equip Smoke 
Bombs and eliminate him while he is incapacitated by the cloud. 


After the first kill, make your way to the level above the second Captain. The 
ropes above his head facilitate a simple air assassination, but you will need 
to be quick: there is a Gunner on the far side who will soon detect Kenway 
and start aiming. If you have the Blowpipe, you could optionally incapacitate 
the sentry with a Sleep Dart beforehand — though immediately jumping 
down to the Captain once you are above his head, blades poised, is a fairly 
straightforward process. 


The waters surrounding the fort at Conttoyor play host to an endless storm 
until you destroy its defenses, which makes this one of the more demanding 
naval assaults. The fort itself is !ocated on a small island, which might lead 
you to expect that simply sailing around at close range is a suitable strategy. 
Think again. The waterspouts that arise shortly after combat begins play havoc 
with your ability to steer the Jackdaw when they move nearby, and will dash 
the ship against the rocks of the island if you sail too close. Assault the fort at 
long range (850m to 450m) with mortar barrages to weaken the highlighted 
emplacements before you sail in to destroy them with broadsides at a distance 
of no closer than 200m. Once you dock and move inside the walls, the first of 
the three Captains can be found directly to the south. A fight is unavoidable 
here, so just dispatch him (and the two Scouts guarding him) after dropping a 
Smoke Bomb. You can then turn and run straight to the north, where you can 
eliminate the second Captain with a pistol headshot or Berserk Dart. 
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This fort is an island, which you should quite rightly anticipate as an 
opportunity to sail around it and hit it with broadsides at full speed, However, 
this makes the schooners that patrol the surrounding waters more dangerous 
than usual, as their ability to match speed with the Jackdaw — and either assail 
it with cannon fire from behind, or drop fire barrels that complicate subsequent 
circuits — means that each successive swing around the fort becomes more 
complicated. We advise that you incapacitate schooners whenever they are 
in range. If the Jackdaw sustains a worrisome degree of damage, you can 
then board these stricken vessels to make mid-battle repairs. Once the ground 
assault begins, climb the left-hand wall, as this will enable you to stay out 
of sight of the first Captain off to the right. Climb onto the nearby building 
to perform an air assassination before he runs to the south. You can then 
return to the same building and move to the east side to eliminate the second 
Captain in a similar fashion. 


FORT CONTTOYOR (102,547) 


To kill the third Captain without a fight, climb back up the wall to the south 
and make your way to the low storage shed behind your target. Perform an 
air assassination, and the defenders will soon relinquish their arms. As an 
aside, we would suggest that the Conttoyor fort is a lion masquerading as “ee 
a house cat: it clearly bears all the hallmarks of a Level 3 fort (tough naval 
assault, three Captains), despite its Level 2 billing. If you can beat this without 
incident, you may be ready to cast your acquisitive gaze towards the Level 3 
forts in the south. 


Return to the position where you entered the fort and run beneath the scaffold. 
Assassinate the Gunner at the end of the walkway, and you can then either use 
the musket he drops for a one-shot kill on your final target, or move in closer 
for a third air assassination. 
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This fort is unusual in that the challenge posed by the naval attack escalates as 
the battle unfolds. After the battle has raged for not much more than a minute, 
it will begin to rain, with conditions steadily worsening as a thunderstorm 
develops. Of greater concern is the arrival of enemy ships. The key to this 
battle, in short, is to destroy the marked emplacements quickly and efficiently 
before the situation gets out of hand. Once you land at the dock, free run to a 
position above the first Captain to perform an air assassination. 


tae FORT SERRANILLA (347,140) _ 


This is arguably the easiest of the top-tier forts to attack from the sea, and you 
may even be lucky enough to arrive while Spanish ships assault this British 
territory. Though the fort's firepower and structural integrity is noteworthy, you 
always have the option to move out of range of its emplacements to the north 
and south of the island, sailing to the west, rather than turning while in direct 
range of its cannons and mortars. Once the ground assault commences, 
follow the route shown here to sneak up behind the first Captain. For an easy 
life, you can then hit the second Captain to the east with a Berserk Dart. 
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Have your Smoke Bombs at the ready as you approach the second Captain. 
Though it's possible to climb to the level behind him for an air assassination, 
you will have to fight the two nearby Brutes anyway, so it's better to just 
engage all three and eliminate them in the choking fog of a Smoke Bomb 
cloud. The third Captain is located in the far south of the fort. Approach 
him via the route detailed above, and he will make a break for it when you 
near his position, albeit haplessly (for him!), into Kenway’s path for an easy 
assassination. 


With the first two Captains dealt with, turn to the west and climb as directed 


in the screenshot above. This will enable you to reach a position behind your 
third target for an assassination of any kind before the nearby defenders can 
react to Kenway's presence. 


As with Conttoyor, the fort at Charlotte is in the thrall of a perpetual storm... 
but the primary threat here comes from the rogue waves that sweep through 
the area. Carefully align the ship and brace to navigate through each one of 
them. {t's actually a good idea to stay as close to the fort or the shores around 
it as you can, as the rogue waves will dissipate just before they reach land. 
After you dock, you will find the first two Captains in the same area, with 
numerous defenders surrounding them. The neatest solution is to hit both 
with a Berserk Dart apiece, then pay the melee a wide berth as you head for 
the third Captain. 


Your last target is on the south side of the fort, observing the battle below. 
Make your way to the left of his position via the climbing route shown here, 
eliminating the Gunner with a ledge assassination when you reach the top. 
You can then sneak behind the Captain to end the resistance with the Hidden 
Blades. 


These varied destinations range from forgotten galleons visited via the diving 
bell, to secret caves where Kenway can appropriate cargo from smugglers. Most 
notably, however, they are also the locations where many of the best Elite-grade 
design plans for the Jackdaw are found (see page 130) — but be warned that 
these grand rewards come at a price, as underwater locations have a particularly 
high difficulty level. Our walkthroughs are designed for 100% completion, and 
offer practical routes through each area that minimize danger. That said, there is 
no reason why you can't just use them to identify the chest containing the design 


plan that you require, then make a “suicide swim’ to collect it. Remember: while 
the act of picking up a collectible is permanent, Desynchronization is not. 


All dive sites (g) are locked until you complete “Diving For Medicines” at the 
Start of Sequence 06. This debut dive involves the San Ignacio Wreck, which is 
covered in full in the Walkthrough chapter (see page 84). The two destinations 
marked by a cave icon (#m), Jiguey and Petite Caverne, can be accessed from 
Sequence 03 and Sequence 04 respectively. 
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A cave that you can enter on foot after anchoring the Jackdaw outside, Petite 
Caverne is guarded by a dozen pirates. A Gunner watches the entrance tunnel 
from the position marked on the accompanying screenshot, so it’s prudent 
to hit him with a Sleep Dart as soon as he is within range. With no direct 
requirement for stealth, it’s probably more efficient to simply defeat everyone 
in a series of localized battles — or just have fun with the Blowpipe. When the 
dust settles, you can methodically make your way around the cavern to pick 
up all collectibles. The Treasure Map found on the west side of the cavern 
leads to a dig site in Tulum: see page 156. 


| We JISUrY (565,539) 


Kenway can enter this smuggler’s den on foot after anchoring the Jackdaw 
outside the entrance. The tunnel leads to a large natural cavern where, should 
you visit during the day, glorious natural light streams in from an opening in 
the ceiling. Guarded by only nine pirates, mostly of the basic soldier class, 
it's easy to clear the area with a sequence of short, decisive battles. You may 
wish to do this in a counterclockwise progression, starting with the sentry on 
the tower shown here (just to your right as you enter). It's then a trivial task to 
plunder this location of its collectibles. 


The Treasure Map from Cayman Sound leads to this position, in the southwest 
corner of the smuggler’s den. The buried chest contains the Elite Heavy 
Shot Storage design plan and 3,000R. 


The Treasure Map from Ile a Vache leads to this position, by the coconut tree. 
It contains 4,000R. 


| | KABAH RUINS (769,145) 


From the diving bell, swim to the chest to the south (your left when you begin), then back to 
the bell. Now swim through the patch of seaweed to reach the lower entrance to the ruins, 
where you will find a second chest, guarded by a moray eel. It contains the design plan for 
the Jackdaw's Elite Round Shot Strength upgrade. Now turn around and quickly swim to 
the upper entrance of the ruins, where an Animus Fragment awaits. 


Once you're back outside, swim to the patch of seaweed. As soon as the nearby shark turns 
away from you, swim to the wreckage where you will find a chest. Exit from the other side 
and replenish your breath meter with the air barrel. When you are ready to proceed, swim to 
the narrow corridor to the southwest. 


Keep swimming in the same direction to find the seventh chest just a few strokes away. Wait 
for a shark to move past the exit, then swim to the next air barrel. 


From the upper entrance, swim to the air barrel. Carefully inch around the eel as shown here, 
open the chest, then swim further down the tunnel. Catch your breath at the first air pocket, 
and take a right when you reach a crossing. You are now in a long, straight corridor. The 
only difficulty here is that a powerful undersea current will propel you backwards at regular 
intervals. This event is foreshadowed by what feels like an earthquake: whenever you see 
the camera shake, quickly swim into an opening on the right-hand side, and remain there 
until the current subsides. You wil! find a chest in the first path to your right, and an Animus 
Fragment along with an air pocket at the end of the second path to your right. Use the two 
burst beams on the way to propel Kenway forwards. After replenishing the breath meter, 
swim all the way back to the tunnel entrance. 


Swim along the ocean floor, and use the burst beam to quickly reach the patch of seaweed. 
As soon as the shark loses interest in you, swim to the fifth chest in the shipwreck (paying 
the moray eel and the urchins a wide berth), then to the air barrel. Go through the seaweed 
once again, but this time swim to the back of the wreck. You can access an Animus 
Fragment via an opening on the other side. Catch your breath using the nearby air barrel. 


From the air barrel, swim towards the burst beam and propel yourself to the door pictured 
here. You will find the final chest at the end of the path, past a moray eel. Once you have 
opened it, return to the diving bell. Note that you can refill your breath meter at the air barrel 
on top of the ruins. 


In an area mercifully free of sharks, the first two Treasure Chests can be collected with ease 
from inside the wreckage on the sea bed. After the second, replenish Kenway's air at the 
barrel before you swim into the tunnel. 


Stop at the air barrel to refill the breath meter, then loot the Treasure Chest directly ahead 
by swimming in from the rear of the debris to avoid the moray eel at the front. Swim to the 
wreck in the distance and use the air barrel, then avoid the jellyfish as you approach the 
glowing hatch. Press @& to open it, then swim inside and {oot the fourth Treasure Chest 
of this dive so far. Move into the tunnel, and Kenway will be caught in another underwater 
current. Swim with this, watching the mini-map as you approach an air pocket. When you 
arrive in that position, use @ to ascend and grab more air. 


Leave the water and run up the slope to find two Treasure Chests. The one on the left 
contains the design plan for the Elite Swivel Guns, a mighty prize for a relatively routine 
dive. Once you have opened both containers, dive from the ledge to the right, facing west. 


| & | Deviv’s Eve CAVERNS (487,357) 


After you swim along the initial tunnel section, you will come to an opening where you 
can see an Animus Fragment obscured by an impassible barrier, and a strong undersea 
current flowing to the right. Move into this current, but try to keep the camera aligned to 
face approximately north. When you reach the position shown here, with an urchin-covered 
stalactite directly ahead, immediately use the High Profile Button and @® to steer Kenway 
to the tunnel to the left; a glance at the mini-map will help you with the timing. Pick up the 
Animus Fragment, then return to the fast-moving water and swim to the end of the tunnel. 


From the air pocket, face to the west then submerge. Loot the Treasure Chest, then avoid 
the jellyfish as you follow the tunnel to the west, often in an upwards trajectory. This soon 
swings to the south. Watch the mini-map closely. When you approach the Animus Fragment 
marker, you can find the collectible in a small alcove to your left. After you grab this, 
continue south to reach the next air pocket. 


Swim to the bottom of the pool and loot the final Treasure Chest. You can then swim to the 
west, where Kenway will be propelied by high-speed currents; use @ io steer him away 
from collisions. When this sequence ends, ascend to the surface for air, then enter the 
tunnel to the northeast. Take the first right to return to the area where the diving bell awaits. 
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Reaching the first Treasure Chest on this dive is complicated by a shark that 
moves in a regular pattern along the length of the shipwreck. Though it is 
possible to reach the small doorway in one daring, lunging swim, it's safer to 
stagger it into three stages: the seaweed patch to the left of the hull, then the 
covered area on the deck, then make a break for the opening. 


Swim to the air barrel and look down into the depths ahead to see your 
destination. You are just about to embark on the most difficult section of this 
dive, When the shark turns away, swim for the opening in the next portion of 
the ship. 


Wait for a second or two (time being of the essence here), then swim past the 
shark to reach the captain's cabin, where the third Treasure Chest of this dive 
can be found. Immediately turn and swim to the left side of the ship, where a 
hole in the hull provides a safe route to the sea bed below. 


Turn and swim to the north to loot this Treasure Chest, then swim out of the 
; hole on the east side of the ship to reach the sea floor. 


Once you have looted the chest, backtrack to the covered area on the left side 
of the shipwreck and swim north through the doorway. Immediately turn right 
to cast eyes on an air barrel. 


Open the nearby Treasure Chest, then swim through the doorway to the east 
and turn left to reach wooden stairs — and, more pertinently, an opening to 
the deck above. 


Swim through the opening to the right, just beyond the wall, to collect the 
first Animus Fragment. The breath meter should be approaching the halfway 
mark at this point. 


You emerge into a patch of seaweed, and oxygen will by now be a very 
pressing concern. Swim to the north to reach an air barrel. 


The next Treasure Chest is to the west of the air barrel. Angle your approach 
carefully to avoid a moray eel, claim the contents of the chest, then swim to 
the east. 


There are two moray eels to avoid before and after you claim the contents of 
this Treasure Chest (the design plan for the Elite Broadside Cannons Set 
upgrade): one to the right of the opening, and another behind a rock to the left. 
Angle your swim as shown in the screenshot to avoid both. After you empty 
the Treasure Chest, return to the patch of seaweed. 


The last collectible is an Animus Fragment in the hull section to the west. 


Watch the sharks closely, then use the burst beam to reach the opening at the 
top. Retrieve the Animus Fragment, then swim through the bottom opening 
and head west in a flat trajectory for approximately five seconds. You can 
then turn to the south and swim upwards to reach the diving bell beneath the 


Jackcaw without further encounters with sea life. 


Follow the route shown here to avoid the shark and reach a specific patch 
of seaweed. 


This Animus Fragment is awkwardly placed, as it exposes you to the nearby shark 
for a fairly lengthy period of time. Wait until the shark swims away, then follow 
the approximate route shown here to reach it. From there, swim to the opposite 
side of the rock and downwards to reach an air barrel before the shark moves in to 
attack; watch out for a moray eel close to the adjacent seaweed patch. 


The final Treasure Chest is located here. Be careful to avoid a moray eel to. 
your left as you leave the seaweed patch, and a second to the right of the” 
chest itself. Take a few breaths from the air barrel. +. ge 


= 


From the diving bell, swim down to the sea bed, through the patch of seaweed, and enter the 
first shipwreck after carefully negotiating the jellyfish. Once you've looted the chest inside, 
exit via the other opening. Conceal yourself in the seaweed to remain unseen by the shark 
while you swim towards the air barrel. 


Enter the shipwreck through the nearby opening, and swim straight until you reach a wall. 
Open the chest on the other side of that wall, then turn around and pick up the Animus 
Fragment. Keep going in the same direction and you will leave the wreck via the trapdoor 
pictured here. Empty the chest behind the trapdoor, then replenish your breath meter with 
the air barrel. 


Go through the wreck and open the chest next to the mast. Now turn around, lunge up once 
and swim down the small staircase, where you will find the final chest, which contains 
the design plan for the Jackdaw’s Elite Ram upgrade. Watch the nearby shark, and rush 
towards the Animus Fragment the moment its patrol takes it in the opposite direction. Use 
the air barrel to catch your breath. 


From the air barrel, swim through the seaweed and wait until all nearby sharks move away 
before you propel yourself from the burst beam to reach the next wreckage. Steer clear of the 
jellyfish, open the chest inside, then retrace your steps. Wait for another opportunity where 
the sharks move to the far end of their patrols to quickly swim to the next air barrel. 


Lunge up as quickly as you can to collect the Animus Fragment on the mast platform. Hide 
behind the structure if a shark follows you, then swim straight inside the final shipwreck. You 
will find a chest right in front of you as you enter it from the position shown here. 


You can go back to the diving bell by swimming around the rock cliff. Ifa shark is following 
you, swim through the wreckage on the way to break its line of sight. 


| B, |THE BLACK TRENCH (215,449) 
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From the diving bell, swim to the wreck to the south. Open the chest to your right, then When the shark moves away, swim to the air barrel, then on to the next pile of wreckage 
keep going forward, dodging the jellyfish and urchins, until you reach a patch of seaweed — where you will find a second chest. Keep going in the same direction, leaving the air barrel 
at the end. untouched, until you reach another seaweed patch. From here, make a quick visit to the 
nearby wreck to loot the third chest, before concealing yourself again in the same patch. 


Refill your breath meter with the air barrel you previously left alone, then swim into the ieee 
wreck's captain's cabin. You will find two chests inside: one immediately in front of you, and 

the other just below, accessible from an opening in the floor. Once you're done, swim back 

outside, squeezing through the trapdoor pictured here as the shark is looking away, to obtain 

an Animus Fragment, You can now lunge up to the air barrel just above. 


Watch the shark below your position. The moment its patrol route takes it to your right, swim Take a left as you come out of the stairway and loot the chest in the small room on the side 
inside the second half of the shipwreck. After opening the chest to your right, use the air —_of the ship. This contains the design plan for the Flower Sails, an appearance upgrade for 
barrel on the opposite side, then go through the door next to it, and up the small stairway the Jackdaw. Swim through the hole in the wall, make a stop at the air barrel if required, 
4 behind this. then, when the shark moves away, rush to the final collectible, an Animus Fragment, in the 
next shipwreck. From here, you can swim all the way back to the diving bell in a single, 
straight-line journey; any sharks that spot you will eventually give up, and you should have 
sufficient oxygen to complete the trip. 


Replenish the breath meter with the air barrel outside before you continue, 


Treasure Chest: be careful to steer clear of the eel to the left as you enter. Exit then move into the seaweed patch. The nearby shark makes a short patrol. 

from the back of the wreckage. Use the two patches of seaweed to avoid the Wait until it moves to the right, then swim to the next patch of seaweed; the 

nearby sharks as you swim through the gap in the ruined fore section of aship burst beam will propel Kenway a little faster. From the seaweed, swim into the 

to reach a second Treasure Chest. hull section to find the third Treasure Chest. Be extremely careful: there is a 
moray eel very close to your position here. 
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Move back to the seaweed patch and grab air at the barrel. You are now going + Swim along the corridor, to the northeast, to reach the fourth Treasure Chest. 
inside the wreck for the most complicated section of this dive. When the shark After opening it, perform a U-turn and swim through the doorway behind you. 
moves to the far extent of its patrol, swim up and through the entrance shown 

here. 


In this short corridor, turn to the left to find the fifth Treasure Chest. Once Swim to the northeast, then up through an opening to reach the sixth Treasure 
again, turn 180 degrees and swim through the doorway Chest. This contains the Elite Mortars design plan. Kenway will be short on 
ait now, so turn immediately and swim to the air barrel outside. 


From the air barrel, you have a risky swim to reach the Animus Fragment — Replenish Kenway’s oxygen level at the barrel, then swim through the nearby 
above. Swim close to the mast to break the line of sight between the patrolling doorway. 

shark and Kenway. After retrieving the Animus Fragment, swim down to the 

opening shown above. 
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When you reach the wooden steps, fook for the shark outside. When it turns 
away, quickly swim to the right and collect the last Treasure Chest. 


_ B SAN JUAN (479,487) 


Collect the Treasure Map from Santanillas before you begin this dive. From 
the diving bell, the swim through the tunnel leading to the main cave is largely 
routine: there are urchins to avoid, and one moray eel that is easy to see 
from a distance. When you approach an Animus Fragment on the mini-map 
while rounding a corner to the left, however, swim close to the roof of the 
tunnel: there is an awkwardly placed moray eel below. Grab the collectible 
and continue to reach an air pocket. As you swim to the east, Kenway will 
be caught in a strong underwater current, which deposits him in the position 
pictured here. Loot the Treasure Chest, then continue along the tunnel. 


Finally, swim through the opening on the west side of the hull. Swim to the 
burst beam, and from there to the small wreck where you will find an Animus 
Fragment inside; watch out for the moray eel to the right. You can then grab 
a breath at the air barrel before you swim back to the diving bell to end this 
excursion. 


easy prey for a ledge assassination and a silent takedown from behind. The 

dig site for the Treasure Map found in Santanillas is just to the right of the 

opening that leads to the next chamber. It contains the design plan for Elite apes ae 
Fire Barrel Strength and 3,000R. Loot the Treasure Chest before you 

continue through the opening. 


There is a dead body with a sword and a musket nearby as you consider the 
pirates in the next area, so Kenway can certainly arm himself for a fight. If you 
would like to avoid open conflict in the next room, you only need to eliminate 
two targets in the lower area. Watch the pirate to the right. When he turns to 
walk towards the Treasure Chest, perform an air assassination on the Brute, 
then silently take down the patrolling pirate before he turns. You can then loot 
the chest, collect the Animus Fragment as you approach the cave exit above, 
and then deal with the two Gunners looking out at the ocean as you see fit. 


|B | ANorTo Bay (621,277) 
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We strongly advise that you leave this expedition until you obtain a Treasure Map that leads 
to this location from the Kenway's Fleet metagame, then accept the Assassin Contract called 
“The Smuggler’s Squat” from Grand Cayman. This will enable you to complete all potential 
tasks here in one visit, removing the need to repeat the journey through its underwater maze 
From the diving bell at the start, swim through the opening to the south and move along the 
submerged mine tunnel until you reach a ladder; at that point, swim up to continue. When 
you reach the junction shown here, pause and wait for a shark to pass. 


Continue south along the tunnel until you reach a junction, then turn left to find an Animus 
Fragment in the dead end shown here. Once again, make a U-turn and swim to the west until 
you reach a ladder, then lunge up to the surface and climb up. You will need to make one 
last swim through submerged tunnels to reach the main area where the smugglers await, 
but this is entirely linear. 
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The two remaining Treasure Chests and a Treasure Map (which leads to 992,442 — or, more 
specifically, Principe) are easy to collect, but the Animus Fragment is a puzzle. It lies at the 
end of a corridor blocked by two closed doors. To reach it, dive into the hole shown here, 
then follow the tunnel to the west. Swim up at the end of the tunnel fo reach the corridor 
and claim the Fragment. 


The shark swims a counterclockwise circuit of the tunnels here, but you will need to move 
into its territory to replenish the breath meter and open a Treasure Chest. As soon as it 
passes, take the tunnel to the Jeff, leading east. Follow this until you reach another tunnel 
to the left, then follow this to reach an air pocket. Return to the corridor and, once again, 
wait for the shark to swim by. Turn teft and swim to the south until you reach a fadder, then 
swim up. At the top, open the Treasure Chest in the dead end to the east, as pictured here. 
You can then make a U-turn and follow the tunnel to reach the air pocket to the southwest. 


When you surface, climb to the platform above to perform a ledge assassination on the 
guard above, then incapacitate his companion to the left from behind. You should have 
just enough time to move behind the shelves to the east to coincide with the arrival of a 
patrolling Captain. Whistle to attract his attention, then strike when he moves within range. 
if you are in need of a weapon, you could do much worse than the axe embedded in the 
wooden boards close to the prisoner. This leaves five remaining hostiles, so you might just 
as well eliminate them in a quick brawl. 


The dig site for the Treasure Map obtained via the Kenway's Fleet metagame is found in this 
spot here, two steps away from the ladder leading to the cave's exit. It contains 4,000R. 


| B | AMBERGRIs KEY (55,178) 
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To avoid repeat journeys, collect the Treasure Map from Corozal before you begin this dive. 
The second Assassin Contract in Corozal also necessitates a visit to this area — but as the 
first contract entails conquering the fort at Chinchorro, it may not be plausible to do so in 
early Sequences. To reduce the difficulty of an inevitable combat situation here, we strongly 
advise that you acquire a dagger from a Scout anywhere in the world before you begin. 
From your start position, swim through the group of jellyfish to enter the cave. Avoid further 
jellyfish and urchins until you reach an air pocket. Grab a lungful of air, then collect the 
Treasure Chest shown here before you continue. 


Collect the Animus Fragment, then move close to the bottom of the ruined pillar. Wait until 
the patrolling pirate arrives and then moves away. If you followed our advice to bring a 
dagger, you can now kill the stationary sentry (tap & when he is highlighted for a one-shot 
kill). Climb the pillar and press Kenway against the edge of the doorway, then perform a 
corner assassination when the patrolling pirate returns, 
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Head along the linear tunnel, avoiding hazards as before, until you reach a chamber 
containing ancient ruins. Before you begin the climb to the upper levels, investigate this 
sandy area to the south to find the dig site for the Treasure Map found at Corozal. This 
contains 4,000R. 


The configuration of guards in the main chamber of the ruins (not to mention your limited 
tools) means that stealth isn’t possible here: only combat will suffice. The musket to the left 
of the doorway where you eliminated the first two pirates is perfect for this purpose. Once 
the battle ends (and be prepared for multiple Brutes and Captains), you can loot the two 
remaining chests. The Treasure Map found on the northwest side of the chamber leads to 
307,195: Misteriosa (see page 174). Don't neglect to pick up the Animus Fragment hidden 
in a tunne! above the central area -- you can easily reach it by climbing the wall in front of 
the doorway you arrived from. When you are ready to depart, walk the ramp to the southwest 
and dive into the sea where the Jackdaw awaits. 
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Plundering warehouses will net you smal! amounts of various types of cargo, as remaining.pool of five will be filled With cargo after a five minute “cooldown” period. 
well as a financial bonus if you complete the challenge without a guard ringing an _—‘ This makes it a little harder to aggressively grind these sites for cargo rewards, but 
alarm bell: 400R, 750R or 1,000R, depending on the warehouse’s difficulty level _ it’s still a viable strategy once you have unlocked all nearby Viewpoints. 
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am @e). This feature is unlocked ( 


and, moreover, demonstrated) during 


“Sugarcane And lts Yields” in Sequence 03. Warehouses are much easier to raid A large stockof Sleep Darts (plus capacity and duration upgrades) and Smoke Bombs are 
successfully once you obtain the Blowpipe at the conclusion of Sequence 04. valuable tools during stealth infiltrations. Our walkthroughs here focus on approachable and 


proven strategies that involve a minimal level of bloodshed. If you prefer a direct approach, 


A maximum of three warehouses (chosen at random from the total eight) are or trigger a combat Situation after an unfortunate misstep, note that a Smoke Bomb 
available to raid at any given time. Once you complete a warehouse, a site from the deployed at the site of an alarm bell will prevent guards from sounding a general alert. 


ye 4) 
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| HAVANA (240,607) 
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St se Ue : 
The quickest way to start this raid is to Fast Travel to the Viewpoint in the southwest of the town, which conveniently overlooks the warehouse; 
otherwise, simply approach it from the north and enter the Stalking Zone provided by the crops outside the stone wall. Entice the nearby guard with 
a whistle, punish his rank stupidity with the vigor you deem appropriate, then activate Eagle Vision to identify the key holder. This Captain walks 
an anticlockwise patrol in the area directly ahead, which also brings him past your position. A well-timed whistle that doesn’t also alert his soldier 
companion is perfect, though you can ingapacitate both with Sleep Darts if they vault the barrier to investigate. Transfer to the Stalking Zone inside 
the Restricted Area, then hit both Gunners and the stationary guard to the left of the warehouse door (highlighted with an X above) with Sleep Darts. 
Once you are sure that no one else is looking, make a short sprint to grab your reward. 


guarding the entrance and another Brute closer to the dock. From the wooden beam (position (@)), perform a Leap of Faith into the hay cart below 
(position @)). The Captain wil! now do a curious thing: he leaves the Restricted Area and walks an anticlockwise circuit of the block to the north. 
After two loops, he will return to his original position and stand watch — so speed is of the essence here. From your position in the hay cart, whistle 
to entice the patrolling Scout when he approaches your position, then eliminate him. While being mindful of the Gunner on the roof of the warehouse, 
assassinate the patrolling soldier to the right at position ©. You can then tranquilize the Gunner and disable the alarm bell, Now climb back over the 
wall and intercept the Captain on his patrol: he should have completed no more than a single circuit so far. It's wise to take him by surprise — either 
with an assassination from behind, or a Sleep Dart. You can then re-enter the Restricted Area (just jump over the wall close to the hay cart) and move to 
position ©). Either wait until the soldiers patrolling the dock face away before you dash for the door, or hit them with Sleep Darts. 


am SINTON NORTH (623,172) 


Approach the northwest corner of the Restricted -Area surrounding the 
warehouse, then wait in the Stalking Zone close to the fence. The key holder, 
a Scout, walks a clockwise route around the house. Though a soldier who 
patrols close to the fence is a slight complication, it's no great challenge to 
whistle and lure the key holder to your position. 


*% ©! KINGSTON SOUTH (623,172) _ 
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Starting at the nearby Viewpoint, begin your raid by free running through the 
trees to reach a hay cart just inside the Restricted Area. From the hay cart, 
wait and watch. Use Eagle Vision to mark all enemies in the vicinity. When all 
guards are facing away, transfer into the Stalking Zone just outside the door of 
the barn. When the key holder (a Captain) arrives, whistle to entice him over. 
Sometimes, you may find that a patrol is too close for a safe assassination; 
this is unfortunate, and necessitates that you wait until the Captain completes 
another circuit of his patrol. 


#2 Cat ISLAND (985,626) _ 


Though the guard patrols on Cat Island are functionally identical to those 
you encountered in your visit during the “Sugarcane And Its Yields” Memory 
(see page 60), there is one big difference: the key holder has an alternative 
patrol route. Your initial infiltration should be broadly the same, but without 
the circuitous route necessitated by the story-related eavesdrop. Make your 
way through the Stalking Zones, then eliminate the guard patrolling close to 
the warehouse. 


Mod to the south of the Restricted Area, then enter the Stalking ot Mit 
the Gunner in the tower with a Sleep Dart, then do the same with the soldier 
patrolling to the right of the tower. You can then either perform a corner 
assassination on the stationary guard, or incapacitate him from behind if he 
moves to investigate his sleeping colleague. Approach the unattended door 
to complete the raid. 


When all patrols are conveniently alee Tun TT of the Restricted Area 
and approach the warehouse from the east. There is a two-man patrol that 


can potentially spot Kenway here, but their route to the south takes them 


completely out of sight for a significant amount of time. Ignore the stationary 


guard, and simply walk to the marked door to end the raid successfully. 


Fra the Stalking Zone opposite the eae make your way to the 
position marked on the accompanying screenshot. The key holder (a Scout) 
walks directly past every minute or so, which makes for an easy assassination. 
You can now retrace your steps to return to the warehouse. 
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bso MATANZAS (333,650) _ 


If this is your first visit to the area, see page 140 for details on a “secret” approach 
to this plantation that removes the need for combat at sea, then make your way to 
the dock at the south of the map. From the dock, reach the specific tree (indeed, 
individual branch) shown in the accompanying screenshot. This offers a good 
view of the house where the key holder can be found, but is just outside the 
detection range of all hostiles in the area. Use Eagle Vision to mark targets. 
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Retrace your steps, then run to the east side of the dock. A Brute and a Scout 
walk a regular patrol along a path here. It's possible to vault the nearby fence 
and sprint up the path to the safety of the campsite when they approach the 
westernmost extent of their route (marked with an X). 


When the guards (particularly the Scout on the lower roof, and the Gunner 
above him) are looking away, make a quick dash into the Stalking Zone. The 
key holder is a standard soldier, and walks a regular anticlockwise patrol 
around the house. Whistle to attract his attention as he strides by, then 


perform the necessary deeds. 


From the campsite at the end of the path, head south into the Stalking Zone 
and study the area around the warehouse. If you eliminate the patrolling Scout 
(an easy task from your concealed position), there is usually a huge window 
where all nearby guards are facing away from the marked door. All you need 
do is wait for that opportunity. 


‘*X*) New BONE (442,118) 


Start at the southeast edge of the beach. Press up against the wall beside the 
small “doorway” and, when the Scout moves into position, perform a corner 
assassination. You can then make a dash for the Stalking Zones to the northwest. 


The key holder is a Scout who walks a long patrol route between sites in the 
garden in front of the house, before making a brief trip to the rear. Eliminate 
the soldier stationed here before he appears, then hide (perhaps on the lower 
roof section above) to stealthily subdue your primary target when he arrives. 
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When the two soldiers in the nearby field face away, sprint for the Stalking 
Zone close to the outer wall of the garden. From here, hit the Gunner on the 
roof with a Sleeping Dart, then continue to the house itself. 


Run along the path to the north until you reach two guards facing away from 
Kenway. You can hit them both with Sleep Darts for an assured result, though 
a double assassination works just fine if you are brimming with confidence. 
Approach an opening to the east to set eyes on the warehouse itself. 
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The only remaining hurdle is to hit the patrolling Captain and a stationary soldier 
with Sleep Darts before you make a run for the door. Wait until the Scout (right- 
hand side of the screenshot) walks to the south, then make your move, 


*X*) TORTUGA (882,370) 
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For the best possible start on a first visit to Tortuga (see page 167 for more 
information and advice on the naval hazards that you face around this island — 
and the best way to approach), start from the east dock after a swim and circle 
around the outer edge of the coast to reach the north beach. From here, run 
up the slope to the Stalking Zone and eliminate a patrolling Brute, as pictured 
here. There is often a “save pirates’ scenario close to the Viewpoint, so the 
presence of two Gunners complicates matters somewhat — but purposeful 
movement will still suffice. Hit the (permanent) Gunner in the tower with 
a Sleep Dart, then transfer to the Stalking Zone near the top of the hill. 


The key holder is a Captain, and he walks a clockwise patrol that takes him 
through the arches beneath the tower before he swings around to the west. 
There is also a soldier that circles the tower. From the Stalking Zone, wait for 
the Captain to approach, then whistle. If there are Gunners holding pirates 
hostage here, perform this fromm the very edge of the Captain’s detection 
range (approximately 10m) to ensure that you do not disturb them, then 
lead the Captain to the far end of the Stalking Zone with a second whistle to 
avoid detection. These additional steps are not required if the ambient crew 
recruitment opportunity isn't active. Once you have the key, hit the Gunner 
in the tower with another Sleeping Dart (unless he’s still out cold), then 
backtrack to the dock. 


Move into the Stalking Zone fo the left of tre hut. There are four potential 
complications in the approach to the warehouse entrance: two Brutes walking 
short patrols on the north side to the door, a soldier to the west who views the 
doorway at one extent of his fairly long patrol, and a Gunner in the tower. Hit 
the Gunner with a Sleep Dart first, then emerge from the Stalking Zone and 
peer around the corner. Wait until the two Brutes are at the positions where 
their patrols (almost) converge, east of the tower. Now tranquilize them in 
quick succession. As long as you don’t make a break for the door while the 
soldier to the west is nearby (check your mini-map!), you can sprint to claim 
your sizable reward. 


Completing these missions will lead to rewards ranging from 1,200R to 2;400R, 
depending on the difficulty of the contract, plus any cargo that you accumulate by boarding or 
sinking ships. If you need advice or information regarding naval combat or Jackdaw upgrades, 
don't forget to read our Naval Guide (see page 228). 


The order that we cover all Naval Contracts in this section follows that found in the Progress 
Tracker. Many of the missions are trivial with the penultimate tier of upgrades, and the challenges 
positively inconsequential once you have Elite fittings. However, this does not necessarily mean 
that you should leave them until later, and our advice is tailored to suit relatively low levels of 
Jackdaw enhancements. As it happens, Naval Contracts offer respectable cumulative sums of 
reales and quantities of cargo that can make a valuable contribution towards your efforts to raise 
funds for upgrades. Most missions are short, and free of complications — indeed, you usually 
don’t even suffer Wanted Level increases for your actions against target vessels. 


NAVAL CONTRACT 01 — AN EYE FOR AN EYE 


| Objective: Board the San Lorenzo. 


Ditticuty SM) 


Notes: 


@ After checking that there are no other Spanish ships around, approach the San Lorenzo and attack it with 
a heavy shot broadside. | 


! @ Circle her and launch another heavy shot broadside at her stern, following up with the swivel gun. Now 
q focus on steering in a way that maintains you at a right angle to her stern: this will enable you to attack 
relentlessly without ever being exposed. Once the San Lorenzo is sufficiently weakened, board it to 
complete the contract. 


| Mission Start: Fort Castillo de Jagua | Reward: 1,800R 


ee ae aoe <a: 


Recommended Upgrades: Standard Heavy Shot Strength 


| Mission Start: Fort Conttoyor | Objective: Board the Hercules 


Notes: 


©) Moving at half sail and with good timing, you can unleash a broadside and swivel gun combination 
to each ship as you pass. This will rid you of all four gunboats immediately. With higher level hull | 
upgrades, this isn’t strictly necessary. A mortar barrage may suffice to eliminate the two more distant 
gunboats simultaneously. 


@ Use standard tactics, or let the Hercules begin a ram charge and counter it with fire barrels (see page | 
233 for details on this technique). Finish the mission by boarding the brig. 


| Mission Start: Fort Eleuthera 


. Reward: 1,200R 
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| Recommended Upgrades: - 


; Notes: 
pm Sinking three Spanish gunboats is an easy task, even with the default Jackdaw configuration. 


NAVAL CONTRACT 04 - DRIFTWOOD 


Mission Start; Fort Cabo de Cruz | Reward: 1 800R | Objective: Loot 60 wood. 
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Noles: 


| Recommended Upgrades: - 


, 
Schooners are the ideal target to complete this mission, and are commonplace in the north of the map. Use | 
your spyglass to identify appropriate vessels, tt should only take a handful of these ships for you to acquire | 
the specified 60 units. Sail back to the fort to give the cargo to the merchant. If you already have the required 
sum when you begin, you can complete the contract immediately. 


Mission Start: Fort Gibara 


| Reward: 1,200R. Objective: Loot 30 cloth, 


Recommended Upgrades: - - 


pitieutty MAIL 


Notes: 


As with Naval Contract 04, schooners are the ideal target to complete this mission. Use your spyglass to 
identify the ones carrying cloth, then strike hard and fast. When you obtain the required amount of cloth, sail 
back to the fort to give the cargo to the merchant. If you already have the required cargo total before accepting 
the mission, you can hand it over immediately. 


NAVAL CONTRACT 06 — CONTRABAND 


Mission Start: Fort Chinchorro 


LF Reward: 2, A00R Objective: Sink one Spanish frigate and two Spanish brigs. 


| Recommended Upgrades: Reinforced Bull Armor, Broadside Caenons 


Reinorced Set, Reinforced Round te St trengt n, Reinforced Mortars 


Notes: 


@ Tr to find lone ships, though this strategy works even against small fleets. Approach your target with an 
angle from the front as shown here. Once at mid-range, use your mortar to weaken it from afar, and pin 
it down with chain shot. 


@ Get in close at full sail and ram into the ship. This can be achieved before the enemy vessel has the time 
to return fire even once. 


@ Now circle the ship on her stern side, alternating between heavy shot and swivel gun follow-ups for a | 
quick finish. You can then repeat the same strategy with the other ships 


NAVAL CONTRACT 07 — PRIVATE ESCORT 


Objective: Protect the Neptuno. 


Mission Start: Fort Dry Tortuga | Reward: 2, 400R_ 


pasemingnded Upgrades: Advanced Hull fio. Broadside Cannons - Advanced. Set, Advanced Round Shot Strength, Advanced Heavy Sho! 3 trengt th. Reint orced Mortars 
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Notes: 


@ The first wave of enemies consists of two gunboats. Pin them down with chain shot and finish them off 
with the swivel guns, being careful not to hit the Neptuno. Stay close to your ally and wait for the second 
wave to come to you. 


@ The second wave consists of three gunboats. Take them down quickly with broadsides, focusing your 
shots with the targeting lines. Now position the Jackdaw between the Neptuno and the incoming third 
wave. 


® The third wave consists of two brigs and two schooners. Quickly take down the brigs with a barrage of 
mortar shots from afar, and broadsides (ideally with heavy shot) at close range. The schooners should 
| 
| 


pose little threat on their own. 


NAVAL CONTRACT 08 — BLIND JUSTICE 


Mission Start: Fort Navassa | Reward: 1,800R Objective: Sink the British escort (three brigs) and board the mano’ war. eg 
| Recommended Upgrades: Advanced Hull Armor, Broaaside Cannons - pauaitel Set Aovanced Routid Shin! Sirenntty, Advartued Heavy Shot Strength, Reinforced Mortars | 
“Ditticulty SAE! 
Notes; 


® Circle the three brigs and exploit their blind spot to approach them from behind, without entering 
their detection range. Once in position at their sterns, stop the Jackdaw. Destroy them all quickly by 
alternating mortar shots and heavy shot broadsides — by the time they have turned to face you, they 
should all be destroyed or severely damaged. 

@ When the man o' war enters the stage, don't move for now. Instead, wait behind the tip of the island 
and use it as cover to cripple the man o’ war with mortar fire (unless she attempts the same gambit 
immediately, in which case: press on with a more direct offensive). When the ship is in front of you, 
welcome it with intense heavy shot barrages, then steer along the coast to position the Jackdaw at the 
vessel's stern. A combination of mortar and heavy shot fire should then take her down. 


NAVAL CONTRACT 09 — THE FINAL CONTRACT 


Mission Start: Fort Serranilla | Reward: 2,400R | Objective: Protect the Hollander. 


Recommended Upgrades: Advancea Hu! Armor, Broadside Cannons - Advanced Set, Advanced Round Shot Strength, Advanced Heavy Shot Strength. Reinforced Mortars 


nincuity ATH 


Note: This mission, as its name might suggest, is only available once you have completed all other Naval 
Contracts 


Notes: 

2) The first wave, already engaged in a fight against the Hollander, consists of two gunboats and two 
schooners. These pose little threat: sink them with combinations of broadsides and swivel gun shots, or 
chain shot and mortar fire. 


@® The second wave consists of a frigate and two brigs. Stay close to the Hollander, and welcome them with 
mortar barrages. Navigate at half sail to perform smali circles around your ally. 


‘) The third wave consists of two frigates and a man o' war. Open hostilities with mortar fire once they move 
within range. An aggressive approach can then be very effective. Sail directly towards the enemy fleet 
and unleash heavy shot barrages, aiming to sink each target in sequence to reduce the firepower ranged 
against the Jackdaw and the Hollander. i? 


NAVAL CONTRACT 10 — THE REALITIES OF WAR 
| Reward: 2,400R 


Mission Start: Fort Conttoyor | Objective: Sink the Spanish convoy 


{ Recommended Upgrades: Advanced Hull Armor, Broadside Cannons — Advanced Set, Advanced Round Shot Strength, Advanced Heavy Shot Strength, Reinforced Mortars 
Difficulty MAOAT 


Notes: 


@ The presence of two allied ships makes this contract relatively easy. Whenever one of the two initial brigs 
is busy fighting and maneuvering around one of your allies, use the opportunity to steer close and launch 
perfect heavy shot broadsides. 


@ The second wave consists of two more brigs and a man o' war. Weaken them from afar with the mortar, 
but you can’t afford to slow down here because of the man o' war's own ranged attack capability. Sail at 
full speed to circle your enemies, crippling them up close with heavy shot and swivel gun fire. 


| Mission Start: Fort Charlotte Reward: 2,400R. Objective: Sink two Hunter ships 


| Recommended Upgrades: Reinforced Hull Armor, Broadside Cannons 


Intermediate Set. Standard Heavy Shot Strength 


| Ditficuty Me 


Notes: 


Technically, this is a simple naval battle against two Pirate Hunter ships, However, you have to raise your 
Wanted Level until Hunters are sent after you (see page 240 for details). The fastest way to achieve this is 
| to engage and sink multiple ships in quick succession. Focus on schooners and gunboats for the fastest 
results (any area in the north of the map will suffice), as they pose no threat to you and can be destroyed 
| almost instantly. Sail headlong towards them, pin them down with chain shot and ram into them for a quick 
finish. Repeat this until you are Wanted. From that point forwards, Hunter ships will be sent after you every 
eight-and-a-half minutes. However, note that moving to the second Wanted Level will cause a second set of 
Hunters to arrive almost immediately. Defeat them to complete the objectives, 


WAVAL CONTRACT 72 ~ PAPERS, PLEASE 
_ Objective: Sink the HMS Courage 


Mission Start: Fort Charlotte | Reward: 2,400R 


Recommended Upgrades: : wee Hull Armar, Broadside Cannons - Reinforced Set, om Heavy Shot Strength, Reinf Oech M ortars = 
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Notes: 


4 ‘@) Once you reach the HMS Courage's position, sail on the opposite side of the small sandbank, then bring | 
the Jackdaw to a halt and turn to face your target. Open fire with your mortars when the ship is in the | 
position illustrated here. This will force her to perform a long and slow U-turn, so keep weakening her i 
with your mortar during the entire process. Start moving again the moment you are exposed to enemy } 
mortar barrages. 


(@) Now sail in the direction of the HMS Courage to engage her at very close range, which enables you to | 
avoid her mortars. As with all men o' war, try to stay aligned with her stern where possible, using the } 


withering heavy shot/swivel gun combination for maximum damage \ 


Mission Start: Fort Punta Guarico 


ae ee 


Notes: 


® The enemy fleet is lined up as you enter the foggy area and a storm begins, Call for half sai! — this will 
make it easier to navigate the turbulent waters, and your speed will lend itself well to the following 
strategy. 


| e) Sail past the enemy vessels and keep a safe distance — somewhere between 200 and 250 meters. The 
| objective is to keep all vessels within broadside range, but just out of range of their attacks. From the 

instant you are in position to hit the first ship, unleash a constant barrage of attacks, alternating bataectial 
broadsides, swivel-gun shots and mortar barrages. This way, you can destroy or severely weaken all five | 
ships in a single pass. 
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NAVAL CONTRACT 14 ~SMUGGLER'S DEN - 
| Mission Start: Break the Spanish blockade. | Reward: 2, 400R | Objective: Break the Spanish | blockade. 


Recommended Upgrades: Advanced Hull heat prdattlde Cannons Reinforced Set, ah Hea Shot Strengtn, Reinforced Round Shot t Strengt! th, nce orced ibrar | 


“oiicuny SE 


| Notes: 


| (@) This mission takes place in a Restricted Area. The man o’ war's detection range is represented by an 
orange circle on your mini-map, Enter this by sailing along the coast. As you reach the tip of the island, 
begin launching mortar rounds at the man o' war and steer in its direction. | 


® Once you are at a distance of approximately 200 meters, set to half sail and navigate in a straight line, | 
parallel to the enemy fleet. Fire relentlessly, alternating between mortar barrages, heavy shot, and the | 
swivel guns whenever you have the opportunity. Ignore the gunboats, as they will not pose any threat to | 
you and are likely to be destroyed as collateral damage when you aim at the primary vessels. 


j @ At the end of your straight line, you should have weakened the entire fleet and destroyed a few ships. 
Steer hard to the right and’focus on the remaining vessels, using the same combination of weapons, 
if your ship's health bar is !ow, consider boarding a sufficiently weakened ship to repair the Jackdaw. 
Finishing off the man o' war should then be a mere formality. Note that any third-party ships that join the 
battle will continue their assault after the mission ends. 


Objective: Sink tne MS Defiance. 
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Mission Start: Fort Navassa ie Reward: 1, 800R 


Recommended Upgrades: Advanced il jel eroaealve Cannons Reinforced Set, Advanced eae Shot Strength 


| You have a single target in this mission, but there are other British ships in the vicinity -so you may wish to 
fe’ wait for troublesome vessels flying the same ensign to leave before you open hostilities. Use mortar fire to / 
f weaken the Defiance from outside her broadside range, then look for opportunities to sail towards her stern to 
unleash heavy shot barrages tater in the battle. | 


Legendary Ships first appear on the map from the start of Sequence 04. However, 
you will require most — if not all — Jackdaw upgrades before you can plausibly stand 
against any of them. They are designed as extremely high-level naval engagements 
that will last at least 10 minutes, with your opponents usually defined by their 
unparalleled firepower, speed, maneuverability and unique tactics. 


The battles only begin once you move to approximately 500m of their position. 
However, note that you cannot Fast Travel once you sail within visual range of 
a Legendary Ship, even if you have yet to engage it in combat. If you should 
accidentally drift into their area of influence, use travel speed to put distance 
between you and their position. When you see the auto-save icon at the bottom 
of the screen, it should signify that the restriction has been lifted. 


| Notes: 

i 3) El tmpoluto is very fast and will try to ram you again 
i and again. Relying solely on mortar attacks and 
| broadsides isn't an option here as it's difficult to 
match her speed. You need to move in close — and 
stay there — to be able to deal any significant amount 
of damage. When hostilities are initiated, perform a 
head-on approach at full speed. As soon as you are in 
range, hit the ship with chain shot and start steering 
to the left. The “stun” effect will prevent El Impoluto 
from ramming you. As your paths cross, deploy fire 
barrels directly onto her hull to start whittling away at 
her health bar. 


mmediately steer to the right as.the Legendary Ship will 
attempt to ram you again. Drop another set of fire barrels 
0 cause damage, and she will start sailing away in the 
opposite direction. 


© 


mmediately stop the Jackdaw and steer as hard as 
you can in the direction of the fleeing vessel. As soon 
| as you are broadly aligned, switch to full sail in her 
direction and use chain shot to slow her down. From } 
| this point forward, all you have to do is to remain on the 
\ ship’s rear side, pinning it down constantly with your , ‘ 
chase cannons, and ramming repeatedly into her stern ’ 


Don't forget to brace before every charge to avoid taking damage yourself. “Trapping” the El !mpoluto in this manner not only depletes her health very quickly, but it also means 


that you are not exposed to any of her attacks. It’s a little cheap... but it works. 


eae eee __ nee 


EL IMPOLUTO 


Dont neglect to pick up the floating cargo left behind 


by Leg 
this ac 
obtain 


battlas. 
The Car 


Legend 


and other ships — which the Jackdaw might plausibly board to 
repair — are extremely rare (if they appear at all). You can visit the 
Pause menu to return to a checkpoint just prior to the engagement if 
you wish, or sail out of range to cancel the engagement. 


“Mission Start: Dry Tétlliga 2 zone (199, 894) { 
. Health: 52,000 


| Special Feature: Extremely high ram damage | 


| Recommended Upgrades: Ali Elite upgrades 


LA DAMA NEGRA 


——— a ——————— 


| @ La Dama Negra is a true fortress — this vessel’s hull is 
reinforced to the point that it makes even your usually- | 


| Notes: | Mission St Start: Serranilla zone (289, 67) 
| 
| 


| powerful mortar useless in this battle. She does have Recommended Upgrades: All Elite upgrades 


H one Achilles’ heel, though: her stern (rear side) is weak. | 
| However, she also launches relentless mortar barrages 
that are not indicated by any marker, which means that 
i you cannot remain behind her. Instead, you have to stay 
\ on the move at all times. An efficient approach, then, 
is to perform “raids” towards the vessel's stern. Start 
| with a full sail approach from the rear and pin your target 
down with chain shot fire. 


| @) Ram at full speed into her stern. Don't forget to brace 
before the impact. Depending on the angle of your 
approach, you may — just may — have an opportunity to 
unload chain shot and attempt for a second ram. If this 
seems unlikely, skip to step @). 


| @) With the Jackdaw stopped by the collision, immediately 


Steer to the right to be perpendicular to your target, and 
unleash a heavy shot volley at her vulnerable stern — two 
if you can. This will deal tremendous damage. As soon 
as La Dama Negra is out of heavy shot range, switch 
back to full sail. In the event that you must sail through 
| her broadsides, brace and pray, 


@) 


Special Feature: Armored hull and unmarked mortar shots 


endary Ships once you have defeated them: 
tually contains your reward payment! You can 
20,000R for each of the four Legendary Ship 
Destroying all four of them unlocks the Devil Of 
ibbean Achievement/Trophy. 


ary Ships will not wander far from their starting position, 


Enemy Ship: Level 75 man o’ war 


Reward: 20,000R | 


| 
| 


Enemy Ship: Level 75 man Q wat 
| Health: 30,000 | 


Reward: 20,000R. a -" 


) You can now begin the same cycle anew, starting with a chain shot assault to slow down the ship; La Dama Negra can move surprisingly fast while sailing away from the Jackdaw. 


en) The HMS Prince is fast and will always try to remain | 
a distance. However, she will usually fire her mortar | 
\ founds aligad of you, as revealed by the yellow markers 
| indicating the imminent zones of impact. Steer towards 
| the ship and, the moment you see these yellow markers 
| appear in front of you, adjust your course to avoid them. { 


@ Now realign the Jackdaw and sail at full speed towards § 
your target, pinning her down with chain shot. 

| @) Ram into her and remain immobile, against the HMS | 
| Prince's stern. This position is extremely advantageous 
because she cannot use her mortars at point blank | 
range. Briefly interrupt your chain shot barrage to let her 


sail away for a second or two, then “stun” her again with § 


the chase cannons and ram into her at full speed. You 
can then repeat this technique until the Legendary Ship 
sinks, completely defenseless. 


Note: If you have maxed-out the Jackdaw, it’s possible to circle 

around the HMS Prince, just outside her broadside range, and 

pummel her with alternate broadside barrages and swivel gun 

precision shots. Though the Jackdaw will take terrible damage 
from mortar fire, you will usually prevail in this exchange. 


far away from you, using her mortars to attack you from cS - 


HMS PRINCE.” 


| Mission Start: ‘Navassa zone (900, 67) 


| Enemy Ship: Level 75 man 0' war 


| eeecnase 


| Health: 90, 000 


Reward: 20, 000R 


Special Feature: High h speed: and devastating mortars 


Recommended Upgrades: Elite Hull Armor & Elite a 


a8. -— °° °°» | 


Notes: 


|® The two vessels follow a fixed pattern: they sail in 
circles, one clockwise and the other counterclockwise. 
You could be tempted to try to circle them at all times | 
loraverd tein under {if oF both ships simulfaneously, 
but this leads to a fruitless war of attrition. Instead, 
an aggressive approach is far more effective. When 
i hostilities commence, sail headlong towards both 
vessels: aS soon as you are within range, fire chain 
shot to pin down one of the vessels, and ram into it at 
| full speed, bracing just before the impact. 


@® Remaining at full stop after the collision, quickly steer 
hard towards the vessel and “stun” it again with your 
chase cannons. This will enable you to approach her from 
her stern and perform a second ram charge. 


@® From this point on, launch a constant barrage of chain 
shot on your target to prevent it from sailing away 
(especially as she is faster than the Jackdaw), and ram 
into her between each chain-shot volley. The best part of 
this process is that the other ship will wait at a distance 

| while this plays out. Ignore her broadsides, they're a 

mere nuisance at range. After several collisions into | 

your victim's rear side, she will inexorably sink without a 

chance to fight back. 


@ This leaves you facing a single vessel now. However her behavior will change at this point, as she will start attempting to ram into 
at full speed towards her. If you're lucky, you will approach her just off to one side, enabling you to immobilize her with chain shot and ram into her. You can then proceed as with | 


the first ship — pinning her down constantly with your chase cannons, and crashing into her while you reload, 


Mission Start: Eleuthera zone (71, 808) 


“Health: 8, 000 eae 


| Reward! 10,000R each | 


; Special Feature: : Two Legendary Ships simultaneously 


Recommended Upgrades: All Elite upgrades 
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o the Jackdaw — which causes severe ee Sail | 
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Unlocked early in Sequence 04, Kenway’s Fleet can become 
a great source of reales for those who decide to invest a little 
time in this online-only metagame. To access the Kenway’s Fleet 
interface, simply visit the captain's cabin, below the Jackdaw’s 
wheel, and interact with the map laid on the table. You can 
alternatively use a second screen with a companion app (i0S 
or. Android) and access the metagame whenever you please. 
Stripped to its very essence, it consists of three main steps: 


1. In the main game, you attack and board ships, and then send 
them to Kenway’s Fleet using the corresponding entry on the 
post-boarding screen. See page 234 for a comprehensive 
presentation of the boarding mechanics. 


2. From the Kenway’s Fleet's interface, you manage your vessels, 
conquer trading routes via ship battles, and then complete 
trading missions on the routes you secure. Every time you 
succeed, you receive rewards in rea/es, which are transferred 
to the main game. 


3. Back in the main game, you can use the rea/es from Kenway's Fleet 
to upgrade the Jackdaw, and therefore plunder enemy vessels of 
higher ranks (including frigates and men o' war). With their higher 
cargo capacities and superior battle statistics, these will give you 
access to more advanced missions — a virtuous circle. 


YOUR FLEET 


Every ship that you can board in the open world has a specific 
level, which you can establish using the spyglass (see page 229). 
For each type of vessel (schooner, brig, frigate, man o’ war), there 
are three possible level values (see page 239). The ship level 
defines its attributes (see “Ship Attributes” table). 


In the Kenway’s Fleet metagame, each ship requires a dock where 
jt is stationed between missions. You begin with four docks at 
your disposal, meaning that you can have a fleet of up to four 
ships. Further berths must be purchased with gemstones (see 
“Resources'): Docks 5, 6, 7, 8, 9, 10, 11, 12, 13, 14 and 15 can 
be yours for 20, 50, 80, 120, 200, 350, 600, 1,000, 2,000, 3,000 
and 5,000 gemstones respectively. 


IKESOURCES 


There are three types of resources that are used in the Kenway’s 
Fleet metagame. As a general rule of thumb, the further away a 
mission takes place, and the more dangerous the route is, the 
greater the quantities of resources you will earn. 


® Gemstones are the currency of the system. They're required both 
fo repair your ships, and to unlock new docks to expand your fleet. 
To obtain gemstones you must either salvage one of your ships 
(see the “Ship Attributes” table), or complete ship battles. 


% Cargo represents the resources that you deliver during trading 
missions. There are five types: rice, tobacco, cocoa, wine and 
olive oil, You can obtain cargo by completing ship battles. 


% Fire barrels are special weapons that you can use during 
ship battles to give you the edge when things look grim. Their 
impact is massive on most enemy ships. 


SHIP BATTLES 


Ship battles have three functions in the game: 


*& They unlock new trading routes on your naval map, and 
enable you to secure the existing routes (see “Route Danger 
Ranks” table) and thus raise your odds of success in the 
trading missions. 


™ They reward you with gemstones, which can be used to 
either acquire new docks to expand your fleet, or to repair 
your current ships. 


™ They provide you with the five types of cargo required in 
trading missions. 


ROUTE OANGER RANKS 
“yl 


————— 
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Safety Level Color Code 


Hazardous 
Dangerous 


Treacherous 


After selecting an initial candidate for a ship battle, a 
percentage shows your current Odds of Success. If it is less 
than 100%, you can increase it by selecting additional ships 
and/or by repairing damaged vessels. Unless you are willing 
to gamble, you should only attempt missions with a 100% 
rating. If you cannot reach this level of safety with the ships 
currently at your disposal, note that you can cancel the battle 
by pressing the Map ButtonsFeel free to restart the same ship 
battle, though: enemy vessels sent against you are generated 
randomly every time. There are three key attributes that govern 
the outcome of each battle. 


Speed: The vessel’s maneuverability. The ship that you 
position in the top row enjoys a +10 speed bonus. Ideally, you 
should always ensure that the total speed value of your ship in 
this slot is higher than that of the fastest enemy vessel. This 
way, you will strike first and delay your opponents’ attacks. 


™ Firepower: The vessel's damage output. The ship that you 
position in the middle row enjoys a +5 firepower bonus. 


™ Health: The amount of damage the vessel can withstand. The 
ship that you position in the bottom row enjoys a +5% health 
bonus — use this to boost the durability of your sturdiest ship, 


Frigates offer a very solid compromise in all three stats, making 
them perfectly suited for most ship battles. There are a number 
of prime frigate-hunting sites in the Caribbean, including New 
Bone (see page 175) and the waters surrounding Cayman Sound 
(see page 161). 


TRADING MISSIONS 


Trading missions give you the opportunity to turn the resources 
gathered in ship battles into rea/es. Each mission involves 
sending a vessel from your fleet loaded with specific quantities 
of cargo to a given destination. Every mission has characteristics 
that depend on its destination, 


% Travel Time: The base real-world time (hh:mm) necessary to 
complete the mission. This can be shortened depending on 
the ship category (see “Travel Time Reduction” in the “Ship 
Attributes” table). 


*® Cooldown: The real-world time (hh:mm) before a mission can 
be completed again. 


% Cargo & Cargo Space: This shows you what type of cargo 
is required for each mission, and in what amount — a critical 
factor, as you need a ship with a maximum cargo space at 
least as high as the given number. In the “Trading Missions” 
table on the right-hand page, all capacity values highlighted 
in green only require small vessels (schooners and brigs), 
which are easily available to you from the start. Cargo space 
values marked in orange require frigates, and those in red 
require men o’ war — both ship types being harder to defeat 
and board in the main game until you have a well-upgraded 
Jackdaw. We have highlighted all destinations with this color 
code to give you an indication of when you can reasonably 
hope to unlock them. 


® Rewards: You obtain a fixed sum in reales every time you 
complete a mission, and — where applicable — a one-time 
special reward (anything from a Treasure Map to a cosmetic 
upgrade). Certain missions also unlock new destinations 
that you can reach, and therefore new potential missions to 
complete, 


25 Chinchorro and Charlotte zones 


Ship Battle Attributes Trading Mission Attributes ~ 
2 et a 
jax Repair) Attack Odds of 
\Z Ship Found Cost | Cooldown | argo as Travel Time | Salvage 
Level in (Gemstones), Seconds) Capacity , “ponte. | Reduction (Gems) Advantages Drawbacks 
[ame ce 
S| ——* north carbbean alee [Scena aa 
E 3 jorth Car bbea! 29 7 718 | 15 es ste 3%. ia bi | Fast, so efficient for tow- | Poor performance in ship 
3 a are 500 [ 30 5% ++— aa ap cargo trading missions. or (i 
———— ae a — + -———~ te 

|__17 _ | North Canbbean 280; 25 | 10% | 18% 225 The all-rounder in ihe | 

2 20 | Navassa and Conttoyor zones 3.00 30 cia 12h | 19% =| _ 238 game, and a great source | Limited cargo capacity. 
2.50 | | i 


Punta Guarico, Castillo de Jagua 
and Serranifla zones 


250 | of gemstones 


ee | 
' Harder to board in 


Very efficient in ship 


the open world and 
expensive to repair in the 


battles; high cargo 


— Charlotte zone — 
| me Serranilla zone 
& 60 At maximum Wanted level, ‘during certain side 


quests, or in fixed locations (such as New y Bone) | 


—| capacity. metagame. 


Extremely robust in 
battles, and the safest 
option for trading 
fissions, 


Slow to complete trading 
missions. 


TRADING MISSIONS 


Travel 


Satthern British Colonies 


Gulf of Mexico 


South Atlantic 


North Africa 


Portugal es 


Eastern Canada 


! Cape Verde 


South, Africa 


Bay of Biscay 


North West Europe 


Mediterranean Sea 


Cargo 
Space 


50 


Mission Name Destination | Time | Cooldown ( 
| hoy (hh:mm) Cargo 1 (Units) 
First Business | St Augustine o03 | 018 |Wine | 5 : 
The Sa'l Mates Jamestown 0:03 0:21 Tobacco ; By) od + 


— mee a 
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American Dreams 0:05 0:30 | Tobacco 
New Horizon [Gharies-Towne | 0:05 | 0:30 | Tobacco 
The General Store O18 | 1:48 Tobacco 
Diplomacy 1 [Pensacola | 0:09 | 0:54 | Wine 
0:09 | 0:54 | Tobacco 


100 


Cargo 2 (Units) Reward (R) Reward 
— ‘le — 
i : 
ile ‘ . 


Kast Cupboard 
Bracelet 


Diplomacy it 3:00 | Wine 


16:00 


AFeast Of Riches __{ Rio de Janeiro 8:00 


Outlaws Ill | Rio de vane ro 


Fortune's Flavor 3:00 _|Tobacco | 15 |. 


Jar with Four Faces 


| Diplomacy III Monte Video 


Brethren Of The Coast! { Monte Video 
To The South Salvador 5:00 
Good Works Salvador 5:00 


: Chalice 


Trumpet 


Giioed Wheel 


Mirror Back 


Yoke-Form Vessel 


: 


| Joined Armchair with Cushion 


Treasure Map 


600 | 


The Sweet Tooth Canary islands | 600 | 


The Cook's Order | Casablanca 10:00 20:00 | Wine 
1000 | 2000 {Ovo 


Tne Famous Stew Casablanca 


5 
The Musicians | Agadir 16:00 {Rice | 20 


800 
1,100 


th 
708 | 


Silver Two-handed bow! 


1,200 


1,800 | 


Map of the world _ 
Drum 


1,800 | 
1,500 
1,300 
2,500 | 


Nymphs by a Fountain 


Oporto | 15:00 | 6:00 ie 
6:00 | Tobacco 


The Lost Expedition 1 


15 


2,200 | 


1,700 
1,600 


1,900 | Goa Stone Container 
1,700 | aed 


Commode ; 


Diamond Sail 


Scarlatina 


| Old Partners | Annapolis Royal 6:00 42:00 Tobacco 
Breax Of Dawn __| Quebec | 10:00 | 2000 Rice 
The Lost Expedition it | Quebec 10:00 20:00 i 
An 0 id Frenchman Tobacco 


Meet The Tributes | 
Giant Appetites 


10:00 
10:00 


A Promise Of Profit 
The Eager Hunters 


{New Economic Hub Town 12:00 
Alliance | St-Malo 18:00 
Hungry Corsairs St-Malo 18:00 


The Corsairs’ Request |St-Malo 


8:00 16:00 Tobacco 45 |- er 
8:00 16:00 | Cocoa 20 |- 
ft 4 


The Lost Expedition It {Annapolis Royal | 6:00 | 12:00 


1,400 


| Treasure Map 


Otve oi 1700 _| sts Serta po ae ’ | 
Olive o| 2,200 


Beaver pe t 


The Flight into Egypt 


Statue of St Livertin 


3,000 | 


Statue of St Adrian 


Brest 
aol oe 
Sweet Broth ; Brest 


A Sweet Journey 10:00 
Successful Atlantic La Rochelle 12:00 


Homeward Bound Bristol 12:00 


A Worthy Trip Bristol 


Welcoming the irish Bristal 
A New Cathedral 
The Poet 


The Great Plague 


A Piece Of The Action Galway 


Ranger Figurehead 


Barbary Vessels 


A Long Voyage 
Great Reputation | Gibraltar 
Being Mad ‘Gibraltar 
Great Reputation 1) Barcelona 0:00 
The Catalans Barcelona 0:00 
Barcelona 0:00 


Great Reputation Ili | Marseille “42:00 | 0.00 | Tobacco 


A New Medicine {2:00 © 0:00 | Cocoa 


Merry Company 


Scherer's 1700 Globe 


eee Le 
An English Ship in Action with 


The Burning of the “Royal 


Officer Outiit 


Van.tas Still-life 


James" at the Baitle of Solebay 
Oboe 


Treasure Map 
Baroque Guitar 
Whydah Gally style Bell 


THE STORY SO FAR 


{ 


rit! INE 


CHARTS 
COLLEC ABLES 
TEMPLAR HUNT 
F 

ieera 
WAREHBUSES 


NAVAL CONTRACTS 


AVELINE MISSIONS 


| Q 


ae * Bae err cf a eo ye 
€ 7 7 ¥ 


Lobby & Sample $7 Flunr 


Bunker & Server Room 


CCO Office 


LEGEND ; 
Fae ne aaa 
j toon | Meaning _ 
A Animus Access 
| } : SS—— 
| (4) | Sticky Note 


= Computer | 


Security Room 


| 4 
| ab Server | 
& | 


Elevator 


Security Level 1 Door 

| (unlocked in Present Day 02) _ 

| Security Level 2 Door 

(unlocked in Present Day 03) _ z. 
Security Level 3 Door (unlocked in Present 
m3] | Day 04, but mostly unavailable until the 

| j Conclusion of Sequence 12) _§ 
Link to hacking puzzle solutions (see right- | 
| hand page) 
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SPHERE PUZZLES SOLUTIONS ba 
Sees a nem ltason ie phar. _ 


ro 


# | Puzzle Type | Solution = Reward 


which are “infinite loops”: lines where it is impossible to 
change direction once movement begins. At that point, 
you only need move along the axis of the green fine 


Sphere 4, >, @, «, & and either «orm | Post-Mortem Report: Subject 177 


i 


| #, #, @, #) «and either @ or + | “Subject Zero” — Audio File 7 


fe So pre aS 2 


pn pa ed 


: te ee ee ee BO 
ee i ve He = to Sal one Prime Number | 2-5-7 eS Office” i’ 
rial at any time. The controls are simple: use @ to ae 7 Tae aes | 
move the data and & to rotate the sphere. You can also Data Stream Renton peasy | 
press @ to leave the workstation. This resets the puzzle —— pt I = amen 
to its original state. Each one of these challenges can ® i Sphere |, ©, %, @, 6, », # and either @ orm | "Subject Zero” Audio File 3 | 


be completed ina variety of ways, though our solutions 
focus on speed and efficiency. 


| >, %, >, oe, +, eand cither@ ore “Divine Science” Presentation 
—t a Le 4. 4 
| Early Animus Prototypes (THE MEMORIUM j 

9,0, 4, © 4, @ @, @ @ and cithereore | $-2000 ABS LOG) 


PRIME NUMBER PUZZLES 


lf you wish to complete these mathematical challenges 
without assistance, note that there are a variety of rules 
that you can use to determine some of the digits in the 
solution with certainty: 


%, >, @, @, # and either «ore Security Systems Presentation 


a 1 nn > 


Crypto- History: “Artifacts (Antiktheria 
>, *, >, 2, >, 4,0, @, wand sine ear Mechanism) 


| 
| 
oe a 
} 
3 


z Market Analysis: E. Auclitore 


a~ 


= If the last digit is even then at least one of the 
multipliers is 2. 


>, &, >, &, 4, @, «, @, » and either # or | “Hidden Secrets” Ad Concept 
2 ee ~ ~ a TEMPLAR HUNT 


® |f the last digit is odd then 2 isn’t part of the solution. 
#, 4, @, @ and either «or» | Market Analysis: A. Ibn La’Ahad 


wee 4. ~ — etter 


™ Ifthe last digit of your sum is 5 then at least one of the 
multipliers is 5. 


#, «, # and either @ oF » Great Minds In History, Commission 3 


= |f the last digit of your sum is 0 then at least one of the 
multipliers is 5 and at least one is 2. 


#4,» # and either «ore Desmond Pack 


Data Stream As | “Subject Zero” — Audio File 4 
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| Data Siream - Subject 17 - Memo 2 | 


mr _—_—_~+- a a hn 


@) wera #, @, # and either « oF » | Subject 17 Memo 3 
| 

peewee bes 1 
Data Stream - Subject 17 — Recovered Media LEGENDARY SHIPS 


seed 
0) Data Stream , Subject 17 - Memo 1 


« [Ifthe sum of all digits is divisible by 3 then at least one 
of the multipliers is 3. 


« |f the sum of all digits is not divisible by 3 then 3 isn’t 
part of the solution. 


NAC ROR eae re 
| #, , #, @ # and either «orm Great Minds In History, Commission 2 
% Ifthe sum ofall digits is divisible by 9 then at least two 


of the multipliers are 3. 
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a ne tl pee its A RE Se pa er | 


Once you apply these rules and are only missing one or two 
digits, the gap between your current result and the target 
number gives you an indication of the missing numbers. 
For example, if there's a really big difference, you might 
reasonably assume that there is a 7 in the solution. 
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@ | ae Stream le [ Crypto- History: Locations 
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@ | Prime Number, 7-/-3-2-7 Market Analysis: G Kenway 


') Prime Number 7-3-3-2 Access: Work Area ~ Camera 1-4 
@ Data Stream 


@ Prime Number” 


From The Journals Of Edward James Kenway 


DATA STREAM PUZZLE 


These “old school” arcade challenges can’t be solved with 
words, alas, but we can offer the following simple tips: 


{ 
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1 7-7-3-7-7 Great Minds {n History, Commission 4 


@) Prime Number" “Subject Zero” — Audio File 5 
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individual steps before you begin. 


Prime Number | 3-3-5-7 Access: Lobby — Camera 1 

™ The hit-box of the circle that represents the data is @ | vata as 7 eibiest ten en escten | 

perhaps a little larger than you might suspect. Players ee ~~ 

accustomed to fast-moving action games are advised @ data stream | - ~ _ ___| “Divine Science" Video — 

to aim for the center of each security hole, rather than ©) | Sphere 6,4, ©, 4, @,e and either @ ore | Subject 17 Memo 4 

instinctively move at the precise moment when a — eT 

flawless transfer appears possible. Sphere >, >, #, «, 4,» and either # or + CONFIDENTIAL — Chat Log | 

* Don't rush. Take the time to study a course and observe i - : Access: SEC-01: Server Room Entrance / ! 
cs 


oe | 
Prime Number 7-3-5-7 - Bunker — Camera 17 


= Inearly challenges, you can usually allow the data circle Soren *,%, iw 0.99 A EHH | prctoray Pack 
to move over the boundaries at the top and bottom of cece oe | | 
the play area — they will “loop” to the opposite end. This a a 

; , ; . : +, 4, ©, #4, Fandeore Subject Zero” — Audio File 2 } 

is not possible when horizontal red security barriers are Bice | is ~ S | us 
present in more advanced challenges, however. | @) | Sphere | #4. @, 6,6, ¢,#, eandeither#or® | Great Minds In History, Commission 1 | 

j | = Peels ee \ 

™ If you become frustrated by a particular challenge, take 4 sas es a ae : 

; : i ; Age of Cutthroats 
a quick break: it often makes a world of difference. '@ { Prime Number! | Oe he: ees ee 


* This puzzle is followed by a Data Stream challenge upon completion. 
* This puzzle is mandatory, and is completed during the events of the main storyline. 


FIGURINES 


As you progress in the main storyline and play the various Present Day sections of the game, you will notice that the shelves in your Animus cubicle are gradually 
filled with figurines of Assassin's Creed IV's key protagonists. The following table reveals how to‘unlock all of them. 


* FIGURINE UNLOCK CONDITIONS - 


Name =i Unlock Condition 3 Name iz ___Unlock Condition 
| Edward Kenway Figurine _ Complete Sequenée 01. | "Gentleman Edward Figurine | Complete Sequence (3: 
- i ee eS a cnn tt — = 
James Kidd Figurine | Complete Sequence 04. ie | Complete all Tem plar ‘Hunts and 
= Scanners nnmpcrr case case ican sem (ENE DCI SIND | | Templar Armor Figurine obtain the Templar Armor (see page 
Loreano Torres Figurine Lo Complete Sequence 02, | 184). 4 
Calico Jack Figurine Complete Sequence 03. | | ua genmouaie Find all Mayan Stones and obtain the | 
7 Te, ae ee Mayan Outfit see pa eé 130 
Laurens Prins Figurine | Complete Sequence 05. ——— — aan y i: P 2 a 
a ca - a The Rebel Fi Complete 20 Mu tiplayer sessions | 
Stede Bonnet Figurine || Gomplete Sequence 06. ee igurine with the Rebel character. 
| Gian Vane te = | Complete Sequence 07. = nies ia Lady Black Fig ae Complete 20 Multiplayer sessions 
Blackbeard Figurine | Complete Sequence 08. : c i. Sie __.__| with the Lady Black character, 
ae oe) Seen aw — e a. Complete 20 Multiplayer sessions 
[guicec Black Bart” Roberts | Complete Sequence 09. \ | | The Mercenary rae with th e Me reenar i character. 
- ee a, eee : _ Complete 20 Multip ayer sessions 
| | 
lye ornigold Figurine ae | Compete Seay ee | | The Duellist Figurine | with the Duellist character. 
Ane bo ss _——— Pe lel Sequence 11. — i The Dandy Flanrine 7 Complete 20 Multiplayer sessions 
Woodes Rogers Figurine | Complete Sequence 12. me [w with the Dandy character. 


Completing Abstergo Challenges incrementally unlocks cheats, as well as Portraits, Emblems and Titles for the Multiplayer mode. You can find out more 
about the effects of Cheats on page 303. 


Completed fowate 4 r al 
—_— : ican | Category | Challenge 
5 I Multiplayer Portrait #1 = — iii 
ent ee ee ee ere rere, | _Sycoi alii 
10 Cheat #1: Celestial havgaton | ary 
(oo Sea es | ' Perform 10 assassinations 
15 | | Mutieer Ember #1 | [ii 
ee , -| | A | Perform 10 air assassinations 
20 | Cheat #2: Arr May! : | I. Ke ae 
Bremen te Se ed Kill 10 enemies from hiding piace 
25 | Mulipiayer Portrait #2 | : 
Peerage rent lee pe aera | ' heaiee st asaessi Contracts 
4 * Cheat #3: No Quarter i, SSaENNEN Brteareeerer f ” 


Dive into water from a height of 45 
meters (this can be achieved from the 
top of the fortress in Nassau, or from the 


35 Mubipayer Es Emblem #2 } 


| 
| Viewpoint in Misteriosa) 
40 | Cheat #4: Scourge of the Seven Seas | | & ce 
Laan : | | Climb for a total of 500 meters 
45 | pall ses Portrait #3 ) a 
sebaesrectowel uetiee = = A fs | Perform 5 d 
50 Cheat #5: Loaded to the Gunwale | | Peto s doe asst 
: Sie TEN =| | Perform 10 escapes from open conflict by 
55 Mute Emblem #3 | _using blending or hiding (see page 35) a 
= ||| a H | Pe Poison 10 enemies with the BOS: 
60 Cheat #6: Poseidon’s Will i eee 
tee | Complete the first set of Assassin 
65 Multiplayer Portrait #4 | | Contracts (see page 188) | 
L : + ee ee i Hang 5 enemies using the Rope Dart 
70 | Cheat #7: Dead Men Tell no Tales | | | (see page 246) 
a ee | cower 
75 | Mutagen sata | | Si ine Me 2 nmi (nautical rile 
Sm ohn anion ee ES pan AAA | Have 10 enemies killed by another 
80 Cheat #8: Shiver Me Timbers! | | |_ berserk guard 
i 85 Mute Portrait #5 | ge oo Contracts 
| 90 Cheat #9: Armed to the Teeth | 
95 | | tle Emblem #5 
100 Cheat #10: Deceased Crew 


— —— oe aanrecees 


100 Multiplayer Title #1 


Category ; a3 Category Challenge “| [ Category Challenge | 
n = ee | poet 
Buy 3 ship upgrades Col ect 10 Animus Fragments (S) Disarm 5 enemies 
tO ~—- — —— —| pa — | 
Sink a ship using the swivel gun Solve 3 Mayan Stela puzzles (#8) | Achieve a 3-enemy Kill Streak 
— as! [ae ee ss a ed a au 
Capture 3 ships Explore 3 underwater shipwrecks A Kill 5 captains 
1] A fT = _ 
peer 3 warehouses Loot 10 underwater chests | Kill 5 enemies with a headshot J 
A | Reset your wanted level. by bribing a ‘ocal | See. er aa Kill 5 enemies affected b' Sm ke 
Collect a Treasure Ma is oD OKE 
officer (see page 240) eat i Bomb within 10 seconds lal 
ee — a 14 ea ae elon ave abet Se ee Ue ee ee 
Drink 5 glasses of rum in taverns ae Loot apes! chests (see page 198) Achieve a 5-enemy Kill Streak | 
; & mat 
Complete 3 naval contracts L Collect 50 Animus Fragments Kill an enemy with every type of weapon | 
aa ore ad A A el 
| Plunder a smuggler's den (see page 197) | eas 5 song sheets (4) Kill 30 enemies with a headshot | 
eee 
Capture 5 forts (see page 193) A A Collect 5 letters (7) as in a row using the gold | aad 
eran FEES a ase Ht pistols i 
| Defeat 5 is you previously tagged Collect 5 Manuscript Pages (&) Zz Achieve a 7-enemy Kill Streak | 
(see page 229) ‘- ae = | (see page 42) 
Sink a ship by ramming it (ee. DNC en oatoe i A A A Disarm and kill 3 Scouts with their own |= 
weapon 
Sink a Level 3 hunter patrol Collect ail 200 Animus Fragments 2 . 
A A (see page 240) Kill 18 enemies with the Rope Dart | — 
Survive 10 shark attacks (see page 248) ce a —— — 
Unlock 5 taverns 
; ye. ve TEMPLAR HUNTS 
Sail a total distance of 100 nmi (nautical AAA | Sieetiorize all Viewnoins 
miles) | - , : 
Solve ail Mayan Stela puzzles 
Own 5 different figureheads : : 7 
(see page 238) Explore all underwater shipwrecks 
: (see page 198) ud 
Defeat 3 men o’ war SSR es 
Plunder 3 warehouses without triggering 
an alarm bell 


A A A Defeat a Legendary Ship (see page 216) ah 


Total distance of 300 nmi by sailing 


NAVAL CONTRASTS 


Plunder all smuggler's dens | 
(see page 197) 


HUNTER (SEE PAGE 248) GULDEN HOY SIMULATION 


niall eee a a ey 


Category | Challenge | Category Challenge Category Challenge 
Skin 5 animals peinocee 200R. Get 25% total Synchronization 
a — 
Pet 5 dogs Loot 10 bodies Share 3 social chest locations agente 
- 4 AVE LUE 
A Kill 2 crocodiles A Possess 5,000R. : | Share 3 royal convoy locations 
: a e Waeee ae 
Sell a total of 500 cargo to a Share 3 white whale locations 
aes harbormaster ; = : | A A 
Kill an ocelot with the Hidden Blade Hire 5 groups of dancers Get 50% total Synchronization 
sae 
Skin 15 animals | Free a trading route using Kenway's Fleet Get 75% total Synchronization 
_ (see page 218) ss. A A A ion — 4 
Kill 10 animals with the Blowpipe Complete 25 trading missions in Kenway's Get 100% total Synchronization 
ie Fleet (see page 219) ona 
Kill 5 animals with the Rope Dart CW ee ae 
A A ae ae 5 hideout upgrades (see page 254) | 
Harpoon and kill 5 sea animals A A 
= Spend 50,000R 
Craft 5 upgrades for Kenway — = 
(see page 249) Win each minigame once (see page 255) 
Kill a white jaguar i acauire 10 ship models for your 
a eae hideout collection (see page 254) 
j er monke' 
ae ee Loser ‘ Buy all hideout upgrades | 
rades for Kenwa soe ts 
A A A ae ae , win 2, OOOR atthe minigames (see 
S page 255) 
Skin every species of animal A A A ae 
eS Possess 100,000R | 
A | 
Harpoon and kill each type of sea animal Unlock all Kenway's Fleet destinations 
— (see page 219) 


Memory 01: Run along the linear path until you reach the construction site. Follow the 
route pictured here until you arrive at two guards attacking a slave. Dispatch them both. 


Moving back to your starting point at the top of the clearing, use the free run route through 
trees pictured here. After making sure that no one is looking in your direction, double 
assassinate the two Brutes and free the prisoners. You can hide in the nearby Stalking Zone 
if a patrolling guard approaches your position. 


Memory 02: Though you can opt for brute force, the route pictured here will enable you 
to easily reach the tunnel entrance. Simply make sure you only move in the open while 
all nearby guards are looking away. The underground section that follows poses no major 
difficulties. As the enemies you will encounter on the way are mostly of the basic soldier 
archetype, feel free to dispatch all those that spot you as you move along. 


Follow the path until you reach a clearing. Use the log to your left to perform a Leap of 
Faith into the pile of hay below. Assassinate the nearby guard from your hiding spot, then 
make your way towards the prisoners from the cover of the Stalking Zones. Quietly double 
assassinate the two guards by the bell (and any others in your way), then free the captives. 
You can now move east towards the next search zone. 


For the final search zone, feel free to trigger open conflict and dispatch all the guards. If 
| you absolutely want to opt for a stealth approach, use the free run route pictured here and 
enter the zone from a small opening in the fence. Assassinate the guard by the bell from the 
| hay cart, then retrace your steps. Go through the main entrance and sprint to the other hay 
| cart when the way is clear, Assassinate the patrolling guard from here, then whistle to lure 


the other one and kill him in the same fashion. When the nearby rooftop sentry looks away, 

you can free the prisoners just a few steps away. After the cutscene, just sprint towards the 
| waypoint, ignoring all guards. Once the chase begins, free run on the tree to your left and 
| sprint after your target until you can leap and tackle him, or beat him in a straight fight. The 
| way to the fort via the trees is then entirely linear. 


Follow the path shown here to reach the other side of the fort undetected. 


For the jail approach, kill the guard by the alarm bell, then jump to the nearby rooftop via the 
crates. Perform a Leap of Faith into the pile of hay below and assassinate the closest guard 


as he walks next to you. You can then run to the jail entrance, or whistle from the hay cart | 


to eliminate the other guard. Once inside, take down the two soldiers to trigger a cinematic. 


Memory 03: Free run along the corridor until you reach a room with a high ceiling. Follow 


the climbing path pictured here.to make your way to the exit. 


When you reach the tower, climb the counterweight (®) and traverse to the feft. Run along 
the circular corridor (@)) until you emerge on the other side of the tower (©). Jump via 
the hanging platform to the small room with the lever ©). Activating it raises the platform 
Patience stands on, and lowers a second counterweight. Leap to the hanging platform again 
(©) and climb the counterweight all the way up to the exit. 


When play resumes, use the ladder to your right to reach a small balcony, and sprint after 
; your target. The fort's guards will mostly focus on her so simply ignore them. Once you 
catch up with Patience, quickly defeat all opponents. Be sure to prioritize those threatening 
her directly. After another short sprint to stop her, you will complete the mission. 


| 
| 
| 
| 
| 
| 


After another corridor section and a brief cutscene, you get a chance to double air 
| assassinate guards below your position. You will then reach the room shown here. Follow 
the annotated path, traverse towards the right on the thin wooden beam unti! Aveline 
automatically jumps, then air assassinate at least one target. The survivors) will then be a 
| mere formality. Run down the next corridor until a cutscene is triggered. You cannot use the 
| same path as Patience during the chase, so free run on the course to your right, making sure 
; you assassinate all the Gunners you encounter; if you are not making good time and they are 
poised to shoot, a pistol shot will suffice. At the end of this sequence of events, you must 
fight a handful of opponents, including Brutes: use the Break Defense move twice and then 
finish them while they lie prone. Interact with the fever to open the gate and jump on the 
; crates to your right to meet Patience on the other side. x 


At the top of the tower, climb the planks on the wall to reach the outer ledge. Free run on the 
wooden platforms and climb the wall, as pictured here. Traverse through the large hole in the 
| wall, then follow the only possible path around the tower. Once you go through the window, 
| sprint towards the doctor and assassinate him to complete the mission. 


REFERENCE & ANALYSIS 


SPOILER WARNING: We suggest that you delay your use of this chapter until you have 
reached Sequence 03 in the main storyline. Any challenges that Kenway faces before that 
stage are covered by the advice and instructions we offer in the Primer (see page 22), or the 
appropriate sections of the Walkthrough chapter. 


In this chapter we offer an advanced guide to the naval concepts, and take a more in-depth look 

at many of the systems that lie beneath the surface of the Assassin’s Creed IV experience. We 

also offer a breakdown of the steps required to obtain all Achievements/Trophies for players 
looking to master the entire game. 


WER Naval PRIMER 


In this section we offer a variety of valuable explanations, tips and insights that will enable you to act as a more effective captain. For a comprehensive guide to 
locations throughout the Caribbean, see the Charts & Collectibles section that begins on page 130. 


¥ 


Health Bar 

The yellow meter in the top-left corner of the screen represents the Jackdav's 
structural integrity, divided into three segments. Collisions, enemy gunfire and the 
effects of stormy weather (more specifically, rogue waves and waterspouts) will all 
result in damage that will cause this meter to shrink. Though the Jackdaw’s health bar 
cannot be refilled during active combat, partially depleted segments will regenerate 
outside battles, Missing segments can be replenished by paying for an overhaul at a 
harbormaster, or — more commonly — by stripping an enemy vessel before scuttling 
her to repair the Jackdaw after a successful boarding: see page 234. 


Crew Meter 

The white meter below the health bar corresponds to the size of the Jackdaw’s crew. 
Your crew is an essential resource that increases your overall strength and efficiency 
while boarding enemy ships, and upgrades to the Jackdaw’s capacity are necessary 
in order to engage larger vessels. Maintaining a large crew at all times is an important 
part of your role as a captain. See page 234 for further details. 


Wanted Meter 

Sword icons (%@) reveal how high your current Wanted level is, with the number 
determining the strength of the Pirate Hunters who will pursue and engage the 
Jackdaw to claim the bounty. See page 240 for details. 


Audio Cues 

Comments made by your crew (particularly your quartermaster) offer important 
information on pertinent events, including weather conditions, nearby cargo and 
survivors, opportune moments to brace to reduce damage, and strident warnings 
on potential collisions. They will even offer tactical advice during combat, such as 
notifying you when a brig is preparing to ram the Jackdaw. Listening to your crew 
provides vital information, and is much more than an ambient soundscape. Even when 
your attention is arrested by a specific target, your crew always has a full 360-degree 
view of the dangers surrounding the vessel. 


Sailing Speed 

You can increase your ship's speed with 8 and reduce it with ©. Moving at Full Sail 
(IE¥) makes your vessel faster, but at the cost of reduced maneuverability. Sailing at 
Half Sail (EW) is slower, but enables you to steer the Jackdaw more efficiently. Your 


speed is also determined by the direction of the wind, which is represented by a long, 
thin arrow on the mini-map. Strong winds will push you in the prevailing direction of the 
gust, and make it very hard to steer into the wind at full sail. To counteract the effects of 
temporary gales, call for half sail. If speed is of the essence, alternating Detween the two 
movement speeds can offer a compromise of maneuverability and forward momentum. 


While roaming the seas, it usually makes sense to navigate at the fastest possible 
pace, called “Travel Speed”. This Animus-assisted feature enables you to reduce 
journey times significantly, but disables the onscreen display and the majority of ship 
functions (though you should note that you can still pick up crew and cargo with @ 
when they are within range). Travel Speed is deactivated automatically if the Jackdaw 
is on course for an imminent collision, and is often disabled entirely in heavy storms 
or combat, and during certain missions and side quests. 


Waves and Weather 

Harsh weather conditions {ead to mighty waves, which makes the process of both 
sailing and combat much more complicated. With waves potentially breaking your 
field of vision and the path of targeting lines, you'll need to adjust the curve of 
your shots with @ while aiming. During storms, you will occasionally encounter 
huge rogue waves. The only way to negotiate these without incurring damage to the 
Jackdaw and the loss of crew members swept overboard is to steer directly into them, 
and brace just before they strike. 


Another hazard is waterspouts, which are marked by an orange circle on your mini-map. 
Make sure you steer well away from these, or the Jackdaw may sustain severe damage. 
If you are pulled inside their area of effect, slow down to half sail to improve your ability 
to maneuver; brace to reduce damage if the Jackdaw is pulled into the center. 


Other ships can sustain damage during adverse weather conditions as well, and may 
sink during more extreme storms. In such instances, the cargo and crew dropped by 
vessels traveling to the depths is often worth the risk of a detour. 


If you pay close attention, it's possible to spot storm fronts in the distance by noting 
the presence of a “thunderhead” in the skies. This may enable you to pick an alternative 
route to skirt the borders of the storm, or perhaps Fast Travel to your destination instead. 


ap 


The spygiass is a phenomenally useful tool for surveying potential destinations, and 

acquiring information on ships that you encounter. Hold the Collectibles Button 

then look around with @®, and zoom in or out as required with @. Whenever you 
point the spyglass at a ship within range a window will appear on your screen, 
revealing the following key facts: 

% its type and fevel (for example, Level 4 schooner). You can use this to assess if 
you can safely attack the ship — see page 239 for details. As a broad guideline, 
vessels that pose a significant danger to the Jackdaw will have their level 
displayed in ted. 

™ The name of the vessel and its allegiance: British, Spanish, Portuguese, pirate or 
civilian. 

© Details on what the ship is carrying. This can include ammunition, potentially three 
of five cargo types in variable quantities and, with much larger vessels or the lead 
ship in a convoy, a sum of reales. These are the rewards that you can gain by 
successfully boarding the ship — see page 234 for details, 


in larger battles, it’s very useful to “tag” the most dangerous enemy vessels. You 
can achieve this either by setting a Custom Marker on the in-game map, or by 
viewing them through the spyglass and pressing @. A marked ship is highlighted 
at all times with the @ icon, both directly on your screen and on the mini-map. 
The icon remains on the main screen even if the target is obscured from your view 
or lies outside of your current field of vision. It is also accompanied by a distance 
measured in meters. 


This greatly simplifies the process of always keeping track of the most threatening 
vessels in any given fleet, giving you a clear sense of their relative position and 
distance. You can use this knowledge to stay out of their range (particularly useful 
against frigates and men o' war) until you sink all smaller ships, or to ensure that you 
remain ina position that enables you to hit vessels with broadsides and mortar shots. 


eS er 


; Enemy Vessel (the 
r | icon’s tip corresponds 
| to the ship's bow) 


. 


ri | Boarding Opportunity | 
s ley Wie 


ea | Waterspout 


3S | Rogue Wave 


a | 

| The Jackdaw | _— | 
es ie 2 | Wind Direction 
| Main Story Mission ) ——— | 
i ae | | 
Ally | = ==> | wind cust | 
Target | | Floating Survivor | 

sa) wowed A | cl 
| Destination | Fr ai Cargo . 


; ~ MAVAL CONTROLS 
| Xbox 360 &XboxOne | PS3.& PS4 wii U | Standardized Term Summary | 
ie — 
@ @ \@ | @ Used to steer the ship. 
= | _— | 
— —* mn EEE 4 
| | 
@ & 8 | Ry Used to control the game camera. 
— a | Coe ee | 
+) | tp) of) >) | Used to change or mute shanties. 
3 a os 
| 
A / ® . @ Used to increase the speed of the ship. 
= ie 4 a= — papa ae oii Reterte ee ee Sins 
(B} | | t 
| © @® \ ) | Used to decrease the speed of the ship. 
Brace: Kenway and his crew take cover from enemy gunfire 
| @ i ® |@ : 
| | or hang tight to survive rogue waves and water spouts. | 
+ | ats SURE : cars 
LY] mc) | ® @ Swivel Gun: Hold to aim, release to fire. 
a — fp 
(P33) | | Fire Cannons: The cannons used depends on the camera's 
are , 4 | direction — broadsides (with the camera looking to either side), 
(PS4) | @ High Profile Button chase cannons (with the camera facing forwards), fire barrels ! 
: ee ee Cre eeva mere ote ey me 
(PS3 
MT] | bea | @ Manual Aim Button Targeting lines: Hold to focus, use @ to aim. 
a a an 22} toe 
| (RQ (PS3) | ; ith | 
FRB | ® Collectibles Button Spyglass: Hold the button, then look around with @®, zoom with | 
perl @, and mark targets with @. | es 
+o aa ~ oe Sain Sonn — al 
| © (PS3) Mortar: Hold the button, then aim with @, tire with 
LB i : 
ce | © (ps4) / pet High Profile Button. 
a eer Seek ee eee) Cs ee ea | AE 4 SP ADEE, ees eae es = 
| | 
<P | oP | Bey Center the game camera to face the front of the Jackdaw. 
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WEAPONS 


Though the Jackdaw initially has few weapons and very limited firepower, you can gradually purchase new armaments and improve all aspects of your ship to 
transform it into a redoubtable floating fortress (see page 236). 


THE JACKDAW'S WEAPONS 


So\ @ 
ss ea ~— ————— _ ane _ - Be "| 
Name | Icon Usage Notes _ Availability __Ammo Range (m) 
| Round Shot: Rotate the camera to either side | of the Jackdaw, hold the Manual ‘Aim Button to [ | 
@ adjust the targeting lines and focus your shot, then fire with the High Profile Button. This will | From the start Unlimited | 0-250 
be your primary weapon in most battles, offering a solid damage output and aiming flexibility, | : | = 
| Broadside | Heavy Shot: This is used automatically instead of round shot when you fire broadsides | 
Cannons C) | without displaying the targeting lines (that is, “blind firing” without holding the Manual | Must be purchased via the 
eed | Aim Button). Heavy shot deals tremendous damage, but is only efficient at close range. upgrades menu (900R-— _, Limited | 0-150 
/ Use it with a simple tap of the High Profile Button when you pass in close proximity see page 236) | 
E to an enemy ship. ae - Ss ss 
| Used to hit at weak points revealed when damage is inflicted by other weapons. Hold @ 
Swisel Gan om, | to align the aiming reticle with the weak point, then release to fire. A staple tactic to | Grom theistart | Utimnited 0-300 
a | increase damage output is to alternate between broadsides and swivel gun shots at exposed 
: a vulnerabiliti ies while the cannons are reloaded. p et. H 
Chain Shot: Rotate the camera forwards, hold the Manual Aim Button to adjust the targeting | 
Chase lines and focus your shot, and fire with the High Profile Button. This weapon isn't especially ees, Be 
Cannons or powerful, but has a “stun” effect. It proves very useful while attempting to move to an optimal rere Mallmeliea 0-850 
: | position against vessels that might otherwise pose a threat with broadsides, id ai —— 
QD | This very powerful weapon has an extremely long potential range. Hold the Reload Button Must be purchased via athe 
Mortar onl to align your shot (note how the target area turns red as it overlaps viable targets), and fire | upgrades menu (800R. - | Limited 150-500 
inna is “7 [withthe High Profile Button, see page 236) 
| Rotate Rotate the camera toward the rear of the ship, hold the Manual Aim Button to adjust the targeting 
; circles, and drop the barrels with the High Profile Button. The barrels will explode automatically Ws 
iauecels =m on contact with any vessel (including the Jackdaw), though you can also detonate them manually Bi aint ee 
with the swivel gun to exploit “splash damage” when }an enemy ship is within range. 
et rr ‘ re e. Must be purchased via the 
Simply sail directly into a target to inflict damage. The greater your speed before the impact, d i 
the more damage you will cause, upgrades menu (SOOR and : , 
so oa Ee <2 | 25 wood — see page 236) | 


Heavy shot, fire barrels and mortar barrages are only available if you have the requisite ammunition types on board. There are multiple ways to replenish your stocks: 
™ Plunder enemy ships (you can ascertain if they carry ammo in advance with the spyglass). 
« Collect floating crates dropped by other vessels. 

« Buy them from harbormasters (for a price of 50R per unit). 

Open Treasure Chests in caves/smuggler's dens and underwater shipwrecks. 


_ The mortar and the swivel guns can fire in all directions around the Jackdaw. 


* While you hold the aiming button (Reload Button for the mortar, Manual Aim Button for all other 


TARGETING LINES & AIMING RANGE 


Each weapon type can fire within a set range, and in a specific direction: 

« Broadside cannons fire from the port and starboard sides of the Jackdaw. 
= Chase cannons fire forward. 

« Fire barrels are dropped from the ship’s stern. 


Name 


Broadside Cannons 


weapons), you will see targeting lines appear on the screen. These represent the path of the projectiles 


Swivel Gun 
you're about to fire. You can adjust the targeting lines with &, though steering the ship with @ will also Let 
~. make them move in relation to the Jackdaw. With cannons, the longer you hold the aiming button, the more 2 Chase Cannons 
the targeting lines will focus, and therefore the more accurate your volleys of projectiles will be once fired. | Chain Shot _ 


This is particularly important when you are lining up a broadside on the front or rear of an enemy ship, 
which is an important tactic when you are battling a frigate or a mighty man o’ war. 


Broadside cannons fire round shot when you display the targeting lines, but the more powerful heavy shot instead 
if you “blind fire” without holding the Manual Aim Button. In the accompanying diagram, we illustrate the aiming 
range of each weapon type. 


of these hitting its target deals a set damage value as specified in the table on page 237. If you are using the Intermediate set (13 cannons) with Intermediate Round Shot Strength 
50 damage), every volley will consist of 13 projectiles that can each deal 50 damage. 
To! ings simple, remember the following facts: 
a ie ee enemy ship’s hull, i. this is where you can deal the most damage by ensuring that all shots hit home. Volleys fired above the hul! will mostly miss, with the 
exception of those that hit the masts. This can, however, be tactically viable if there is an enemy vessel directly behind. 
-w Atclose range, blind fire without displaying the targeting lines to. use heavy shot, which is far more powerful than round shot. 
‘. From a distance, focus your shots using the targeting lines until they fit comfortably within the width of your target's hull for maximum efficiency. 


] i i ini _ However, the delay before the projectiles land means 
a The mo tremely powerful weapon (incredibly so after obtaining most upgrades), and has the longest range. 
; a a ae c at ene (usually te Ne of the ship) to hit moving vessels. These are most effective against frigates and men o' war, as their larger decks present a 


more substantial target area. 
“ww The more cannons you have (through cannon set upgrades), the more projectiles are fired, 
“ww The more powerful your shot (through strength upgrades), the more damage each projectile deals individually. 


“The damage dealt by all ships is calculated for each individual projectile fired. In the case of a broadside, for example, all available broadside cannons launch a projectile, and each 
2 


q 


Heavy: Shot (blind fire without targeting lines). 
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VERA, NAVAL WARFARE 


Optimal Approach: Approaching enemy ships head-on is not always an efficient solution, 


as it limits your offensive options to chase cannons and mortar fire. Instead, try to make | 


circular approaches that will enable you to fire more powerful broadsides. In many battles, 
you should ensure that all enemy ships are on one side of the Jackdaw. Being pounded by 
multiple vessels from both sides can be disorienting and, as a consequence, devastating. 
Whenever it is possible to do so, circle around enemy fleets in a wide arc. 


Focus Fire: When you adjust a broadside, holding the Manual Aim Button before you fire 
' will gradually narrow the targeting lines that indicate the direction of fire. This can lead to a 
| Significant increase in accuracy over medium-to-long range. Ideally, the targeting lines should 
always be comfortably narrower than the width of your target to ensure maximum efficiency. 
When the Jackdaw is extremely close to an opposing vessel, there is no need to focus the 
cannons. Just fire away immediately; this can save precious seconds, and will launch powerful 
heavy shot instead of the usual round shot. If you wish to conserve heavy shot (or do not wish 
to risk destroying a vessel), you can briefly hold the Manual Aim Button before you fire. 


Curved Shots: When aligning shots, you can steer the Jackdaw to put it in a suitable 
shooting position, but you can also adjust the targeting lines with G}, both laterally and 
vertically. This feature is essential to ensure that your shots will actually hit home. Most 
notably, you can use it to fire curved volleys above obstacles such as waves. 


Swivel Gun & Weak Points: The swivel guns are primarily employed to hit weak points 
(as marked by @ icons) that are exposed by other weapons. Whenever you spot one, hold 
@ and release once the moving reticle is aligned with the icon marking the vulnerability. 
Both swivel guns combined have a full 360-degree field of fire around the Jackdaw, but you 
should note that weak points must be visible onscreen for you to fire at them. If a vessel 
with exposed vulnerabilities sails out of view, adjust to bring the targets back into range. 
As you become more proficient in naval combat, you will find that the swivel guns are a 
great tool for maintaining “combos”, enabling you to chip away at health bars while other 
weapons reload. Note that weak points will vanish after a white, so try to hit them quickly 
once they appear. 


Bracing: Bracing is a defensive technique that enables you to reduce the damage you take 
from enemy attacks, rogue waves, water spouts and collisions. As this prevents you from 
aiming and firing, and causes the Jackdaw to continue in the last specified direction while 
Kenway as his crew take cover, it's prudent to employ it only when necessary, To brace, simply 
hold € until the danger (such as an incoming volley) has passed. Imminent enemy attacks 
are always signified by a flashing red reticle icon, with a red highlight indicating the direction 
of fire, With practice, you will hone your ability to judge when an enemy will open fire, and 
either launch a broadside or steer the Jackdaw in a particular direction just before you brace. 
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Mortar Openings: The mortar is a fantastic weapon to initiate hostilities with, especially 
against larger vessels. Not only is it incredibly powerful after an upgrade or two, but it also 
has the advantage of the longest potential range. You can exploit this during ambushes 
where you position the Jackdaw in an optimal position for an assault (behind a target, for 
example), and launch an opening barrage before you immediately follow up with other 
weapons. Though it's a little wasteful to squander ammunition against gunships, schooners 
and perhaps even brigs (their small size means that most shots miss), mortar fire is deadly 
when employed against frigates and men o' war. Though the latter are inclined to reply in 
Kind, you should note that frigates cannot damage the Jackdaw if you stay out of their cannon 
range while raining projectiles from above... 


| 


BESPOKE TACTICS 


Dual Heavy Shot Broadsides: Your port and starboard cannons can be fired independently, 
and are subject to separate reload timers. in situations where you have enemies on both 
sides, this means that you can fire broadsides at twice the usual rate, alternating between | but also because it will take time for her helmsman to steer back in your direction and bring 
one side then the other by rotating the camera accordingly. Though usually impractical | the cannons to bear. If you can use the Jackdaw’s speed (and, if possible, slight feints and 
against larger vessels (save, perhaps, for daring headlong dashes between two ships sailing | the prevailing wind) to maintain an alignment where you can fire focused broadsides at the 
in alignment when an opportunity arises), this is particularly useful when you need to clear | stern, a battle can become ridiculously one-sided. As a point of interest, the area behind the 
the surrounding waters of multiple fast-moving gunboats and schooners attacking from | stern of hostile ships is also their major blind spot when you are sailing inside Restricted 
assorted angles. | Areas. If you decide to ambush a patrolling vessel, this is usually the best place to start. 


Blind Spot: Whenever you can launch a surprise attack on an enemy from behind, this puts 
you in an ideal position — not only because the enemy ship cannot immediately return fire, 
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Naval Human Shield: Enemy ships will not generally open fire if they have an ally in Maximum Damage Output: There is a delay between the time you fire the mortar and 
their field of fire — and even if they do, this broadly works in your favor. You can exploit | the point when its projectiles reach their target. This means that this weapon isn’t ideal 


this by putting a weaker opponent between you and a mare dangerous vessel. The smaller against small, nimble ships, but it is extremely effective against forts and the larger 
ship will be the only one attacking you — a negligible threat — while the larger one will be warships. These can all be hit by the full rain of mortar projectiles, taking huge amounts of 
temporarily neutralized, until her line of fire is clear again. You can then fire volleys above | damage in the process. You can maximize your damage output by using a combo of mortar 
your improvised shield to reach your primary target. fire, broadside and swivel gun follow-ups in succession; by the time you hit the weak points, 
the mortar will be ready to fire again. 


Pinning Down Targets During Headlong Approaches: When you are racing headlong | Countering a Ram Charge: Leaving fire barrels in your wake is a powerful deterrent when 
at other ships — or they’re racing towards you ~ you can use ihe chase cannons to pin your | enemy ships are chasing you, of when you are notified that a brig’s helmsman intends to attack 
opponent down with chain shot, making it a prime target for your most lethal weapons. The ; you with her ram. The optimal tactic for countering a ramming charge is risky, but the damage 
mortar > chain shot m> swivel gun combo is completely fluid. You can follow this with | inflicted is significant. Moments before the incoming brig makes contaci, reduce your speed to 
another burst of chain shot, and bring the Jackdaw around for a broadside while the target half sail and steer in the direction that will align you with the brig. Your goal is to have the brig’s 
is still “stunned”. At this point, you have two options: you can either complete a U-turn and | bow justbehind your own stern, At this precise moment, drop fire barrels: the ship will be so close 
drop fire barrels at close range, or sail to the rear quarters of the enemy vessel, out of their that it won't have a chance to evade the explosives. With perfect timing, all deployed barrels will 
broadside range, to hit them from behind with heavy shot at very close range. hit the target. {f you don’t have fire barrels available, or aren't in a position where you can drop any, 
you can still escape the charge by dodging it: simply steer away at full speed perpendicularly 
from the course of the incoming vessel. The most daring strategy is to sail headlong for the brig 
when it first prepares to ram, then scrape past its hull as you unleash a heavy shot broadside. 


Once you have sufficiently weakened an enemy ship and its health bar is reduced 
to the final red portion (GE), it is effectively removed from the battle. In this passive 
state, it cannot move, nor can it use its weapons. At this point, you have two options: 


1. You can finish it off with additional shots to sink it. This is the fastest option, 
but you will only have access to half of the resources available on that ship. 
These will appear for collection after the ship sinks below the surface. Once 
the Jackdaw is sufficiently powerful, you can use this tactic to cut a swath 
through merchant shipping (usually weak schooners that can be sunk within 
seconds in the north of the map) during a journey to a port. 


2. Alternatively, you can board the ship, which leads to the reward of the full 
cargo total. Though it is more time-consuming, usually entails a frantic battle 
on the deck and may take a toll on your crew levels, this option has a number 
of very significant benefits. Of particular interest, initiating the boarding 
process leads to an immediate cessation of hostilities with all other ships in a 
battle. Though your adversaries will be waiting afterwards, you can choose to 
salvage materials from the boarded ship to repair the Jackdaw in anticipation 
of this. In battles against fleets and convoys, you can essentially incapacitate 
ships and then use them as “health packs” when required. 


To board a weakened ship (marked by the QA icon on the mini-map), sail inside 
the white boundary that surrounds it ({2%), then hold @. Jo complete the 
boarding, you need to fulfill any objectives listed on your screen — see “Boarding 
Objectives” for details. 


CREW MANAGEMENT 


As explained in the “Naval Primer” section (see page 228), the white meter in the 
top-left corner of the screen represents your crew. During the boarding process, 
time is key — essentially, the crew meter effectively works as a virtual sandglass. 
Once the two crews clash, the gauge will gradually deplete, with each reduction 
corresponding to the death of one of your sailors. If your entire crew dies, you 
will be Desynchronized and the boarding will fail. Perhaps more significantly, you 
will need to embark on a major recruitment drive for new sailors, which can be 
time-consuming or expensive. 


There are various ways to recruit new crew members: 


= You can save floating survivors (g) — simply press @ when sailing past 
them. This serves to provide a gradual “topping up” of crew levels during 
voyages. 


« You can free pirate prisoners from their captors, assist pirates fighting soldiers 
before they are slain, or save individuals from execution (@@A) in many 
locations throughout the three major cities, and occasionally at set positions 
in other locations (particularly islands). 


« You can choose to repair the Jackdaw after a successful boarding to obtain a 
minimum of one crew member. 


« You can hire sailors in taverns (@f), which costs 200R_ per recruit. This is the 
fastest way to restore depleted ranks if you are in a hurry. You can find taverns 
in Havana, Nassau, Kingston, Long Bay, Great Inagua, Arroyos, Salt Key Bank, 
Crooked Island, Grand Cayman, Andreas Island, Corozal and lle a Vache. 


Crew management is an essential aspect of the naval system. The more crew 
you, have, thé stronger you will be during boarding sequences, which is why 
the (eminently affordable) crew capacity upgrades are worth every last reale. 
Keeping a high crew count actually leads to a virtuous circle: your men will kill 
opponents for you during a boarding sequence, which will enable you to focus 
on other objectives — and, as a consequence, shorten the overall boarding time, 
which exposes you to fewer casualties. 


BOARDING TACTICS 


When you begin a boarding sequence, there are multiple tools or strategies that 
you can use: 
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A few steps away from the wheel ({74), you can man a swivel gun on the 
appropriate side of the ship by pressing @. Use @ to aim, zoom with the 
Manual Aim Button if required, and fire with the High Profile Button. The 
pitching of the waves will challenge your ability to aim with precision, but you 
have up to five shots before Kenway automatically relinquishes control. Wait 
until a wave puts the Jackdaw in a suitable position, then aim for key targets: 
powder reserves, groups of enemies, or even specific individual targets. Note 
that swivel gun shots cause friendly fire, and are very likely to kill your own crew 
if you don't aim correctly (or if they are caught in a powder reserve explosion). 


A few purposeful steps in front of the wheel (fi), you can use a lift to gain rapid 
access to the rigging of both the Jackdaw and the adjacent ship. Once there, you 
can move to a suitable vantage point to fire ranged weapons, or even perform air 
assassinations (fff). This is actually a very efficient way to complete objectives 
that require you to kill enemy scouts (see “Boarding Objectives”). 


The most direct way to reach the enemy ship is simply to jump across from 
the Jackdaw or swing over via a rope. You should always attempt to begin 
your onslaught by performing an air assassination. Be clever in your choice of 
targets: aim to engage weaker soldiers and eliminate them with Kil! Streaks, 
and avoid Brutes or Captains. An interesting trick, suitable for brigs and 
bigger, is to hold the High Profile Button and repeatedly tap @ as you 
sprint around the deck near enemy soldiers who are not actively engaging 
Kenway. Whenever you catch them from behind, you can accumulate easy 
assassinations (even spectacular doubles) with this technique, 


Many ships feature red barrels that are known as powder reserves. If you fire 
at these with the swivel gun or a pistol they will blow up, killing any sailor 
nearby ({%}). These explosions cause friendly fire, so think carefully before 
you trigger one if you have crew members nearby. 


At the beginning of every boarding sequence, there's a delay before the 
Jackdaw is properly aligned with the enemy ship. The farther away you are 
within the highlighted zone when you initiate the boarding, the longer it takes 
before you and your crew can reach the deck of the vessel. By deliberately 
starting far away, you can put this time to use — for example, to align precision 
hits with the swivel gun. Against larger vessels, initiating the boarding at 
maximum possible distance, and from the front, enables you to shoot “scouts” 
in the rigging during the approach. You can also just stand at the edge of the 
Jackdaw and shoot enemy soldiers with pistols. By employing these tactics, 
it’s usually possible to complete boarding sequences against schooners and 
brigs before a single crew member sets foot on the enemy vessel. 


BOARDING OBJECTIVES 


To enda boarding sequence, you need to complete the objectives that appear on your screen. The larger the vessel you attempt to plunder, the more objectives you will 
need to fulfill. You always have to kill a certain amount of enemy crew members; additional objectives are selected randomly from the activities listed in the table below. 


BOARDING OBJECTIVES OVERVIEW 
Se RSS 
2 Objective | Notes 


Use the swivel gun to thin enemy numbers, then sprint to the enemy ship’s deck or stand at the edge of the Jackdaw and take down opponents with 
pistols. Prioritize basic soldiers — they're much easier to kit! than more robust adversaries such as Brutes. 


) Kill enemy crew 
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[kil enemy officers | These officers are usually of the Scout archetype, so they're not problematic targets. Use counterkills or Kill Streaks to defeat them swiftly. 


| Destroy enemy ship's powder | This can be done very quickly from the Jackdaw with the swivel gun. If you cannot do so, you will have to manually aim at the reserves with your pistol. | 
feserves This is easier from an elevated position, and ideally before your crew leap over. 

Kill enemy captain(s) Attempt to kill the targets with the swivel gun. If you fail, you can air assassinate them, or simply attack them head on. Parry their attacks, then finish them 
off with a Combo Kil! or during a Kill Streak while they recover from the automatic kick. As ever, Smoke Bombs offer the easiest resolution to any battle. | 
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| Whenever you board larger ships, you will usually find marksmen on the mast platforms — your targets for this objective. Use a lift to reach them 

| Kill enemy scouts quickly, but be ready to parry or counter an attack as you land. You can kill the first one by kicking him from the platform, then eliminate the other with 
a a ranged weapon. These targets usually require two pistol shots to the body or a single, rather difficult, headshot to Kill, 

| Take care of this objective last when boarding larger vessels, as reaching the flag at the top of the main takes a little time — and the descent can be 
Destroy enemy ship’s flag problematic. Once you're done with other objectives, start your ascent with a lift on the mainmast, then quickly dispatch any Gunners at this level: | 
| asingle shot can cause Kenway to fall if you neglect this step (ff). When you reach the top of the mast, press @ to complete the task. 
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REWARDS 
After a successful boarding, you have three options. Whatever your selection, 
you will always receive the full stock of cargo and ammo from the ship. 


* Repair the Jackdaw: This restores one fully depleted segment of the 
Jackdaw’s health bar, and gives you crew members as a bonus. 


= Lower Wanted Level: This lowers your Wanted level by one — see page 240. 


« Send to Kenway’s Fleet: Only available from Sequence 04. This will add the 
vessel to your fleet in the online-only metagame. See page 218 for details. 


Boarding: Summary 
q a i 
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You will occasionally happen upon vessels that are heavily damaged, their decks 
ablaze, and their crew long dead or departed, You cannot board these in a traditional 
manner, but you can manually swim and climb into the ships, or jump over from the 
Jackdaw. As soon as you hit the deck (or its outer edge while climbing), a timer will 
appear. You must then loot the cargo containers on board (@>) and escape before 
the ship sinks. The resources you gain by doing this are often negligible, but you 
can also loot the bodies on the deck — the Captain will usually carry a hefty sum, in 
the range of what you would find in a Treasure Chest. aUER 
mora time you take to complere the hoarding, he mare craw you will tose diriag 
There is another way to use “manual boarding” — but this is more of a sneaky t 

exploit. Various locations in the Caribbean (such as plantations with warehouses) 
are guarded by stationary sentry ships that are designed to prevent you from 
docking until the Jackdaw is strong enough to defeat them. Release the wheel 
of the Jackdaw once you are just outside of a sentry ship's detection range, then 
jump overboard and swim to the vessel. You can then scale its hull and take 
down the entire crew in open conflict. With this accomplished, swim back to the 
Jackdaw and quickly weaken the (now inactive) ship until you can board it. The 
boarding process will still feature an enemy crew, but this can nonetheless be 
an easy way to conquer powerful ships. This will also enable you to claim them 
for Kenway’s Fleet (see page 218) before the Jackdaw is up to the task via a 
conventional approach. 
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&, UPGRADES 


You can upgrade the Jackdaw at any time from the captain’s cabin, just below 
the wheel, or by visiting any harbormaster ({X).Upgrading the Jackdaw is an 
indispensable step as you progress in the main storyline, with some of the 
later main missions and secondary challenges pitting you against powerful 
opponents, such as men o’ war and four fearsome Legendary Ships (see page 
216). Without the best upgrades at your disposal, the seas will become ever 
more perilous as the storyline leads you to the more dangerous southern regions. 


= All upgrades must be purchased with rea/es, but many of them require an 
additional investment of cargo. 


« Cargo can be obtained by plundering ships and convoys, looting warehouses, 
collecting floating crates (or opening those occasionally found on land), and 
opening chests found in caves and shipwrecks (see page 197). 


There are five categories of cargo: see the table on the right for details. 
= The amount of cargo you can carry is limited to a specific “capacity” value 
covering all five categories of cargo. Once you've reached your current 


maximum capacity, you cannot collect more. This storage capacity can be 
improved through upgrades. 


The table on the page to your right features all upgrades available for the Jackdaw. 


= The powerful Elite upgrades requiré specific design plans before you can unlock 
them. These blueprints are found in special Treasure Chests hidden underwater 
in shipwreck sites (see page 197) or in buried chests (see page 250). 


™ Note that buying any upgrade fully repairs the Jackdaw. 


‘ ; CARGO DETAILS 


caneerane | Resale Pri Price 
y Per Unit (R) 
Se . Cloth 5 Required for certain upgrades, including storage and hull. | 
\ } 
de 20 RE PRE — 
Metal 5 Required for certain upgrades, including weapons and hull. 
° | i 
Required for certain upgrades, including ram, rowboat 
eB ae : and hull. | 
SS Sait a = 
— ; 
Rum 15 | 
je) ee Can be sold via the Jackdaw’s cabin, or harbormasters and 
| general stores. 
i ae] Sugar 20 : 
my, eee ce eee ee a a a 


The following guidelines will help you to make the most of it: 


‘i 
Hj»! BROADSIDE CANNONS — soo eT Small i la Intermediate | —~Reinforced = |= Advanced = Uitimate, lite 
e@ NW (oles - - J.) 0 fml-)- 2000 150; - | - | 4000 300 - T- 8.000 350 -° - 12000 500 - | - "20.000'650° - | - 
>| Amount of cannons ! : 10 | 13 a a a 
Bi _Damage/CostRatio = aL ae a ee foe semian ____ 0,9% 06% | 


Upgrade Category: This defines what part or feature of the Jackdaw is 
improved. 


Upgrade Level; Within each category, there are several upgrade levels 
that can be purchased sequentially, from Standard to the maximum Elite 
upgrades, The higher the level (in other words, the further you advance 
towards the right of the table), the more expensive the upgrades become. 


Upgrade Cost: Each upgrade can cost you reales (R), Metal (E83), Wood 
(B24), and Cloth (4). The figures below each upgrade name reveal the values 
required to purchase it. In the example above, this shows you that the “small” 
broadside cannons set costs OR, 70 Metal, 0 Wood and 0 Cloth. 


Upgrade Effect: This reveals what feature the upgrade improves. This can 
be anything from additional cannons, to the damage caused by each shot, to 
the amount of ammo or cargo your ship can carry. 

£3 Damage/Cost Ratio: These ratios give an indication of each upgrade’s overall 

cost-efficiency compared to the lower level. The higher the percentage, the 

greater the benefits. We've included a color code to help you immediately identify 
which upgrades you can prioritize when spending your hard-earned resources, 
from green (best ratio) to orange and then red (lowest ratio). Whenever you 
have funds to spend, check the contents of the column corresponding to your 
current level of progression (for example, “reinforced” level) and you can use 
the percentages and/or color codes to decide which upgrades you should favor. 


If this seems too much like work, we've also prepared the “Upgrade Priorities” table as a simple, linear guide. The “Recommended Progression” column gives you 
an indication of what upgrades you should purchase to complete all main story objectives (and, usually, exploration and most naval side quests) without exoeriencing 
awkward difficulty spikes. The “Power Progression” column is meant for gamers who will seize every opportunity to explore the world, acquire ail collectibles and 
grind for the requisite cargo and design plans. 


UPGRADE PRIORITIES : 


! “—— = 
Recommended Power . Recommended ‘ower i 
Step Upgrade Progression Progression Upgrade _ Progression Ramee 
1 Intermediate Hull Armor an Advanced Crew's Quarts its | an —— 
2 = Broadside ‘Cannons — Smalt Set | 19 joes Cannons — Reinforced Set et 
4 I Standard Mortars . \ 20 Reinforced Round Shot Strength ~ 
ed = ‘Standard Heavy Shot Strength 2! SIueee | wn | ReinforcedRam == tti“‘éC~C~S ieee 
_5__| Standard Ram — j 7) a Reinforced Chase Cannons. i‘ séttS*” | 
= 6 4 [i Intermediate Round Shot Strength — :' —— | Sequence 03 23 =| Reinforced Chain Shot (Strength = — - 
; 7, Reinforced Cargo Storage | 24 Advanced Fire Barrel Strength 
"8 | Reinforced Crew's Quarters 7 <a 2 Advanced Heavy Shot Strength — Sequence 08 Sequence 04 
9 | Reinforced Swivel Guns Sequence 04 | 26 Advanced Mortars — 
10 | Rinorced Hea Shot Storage 2 i 27-| Advanced Hull Armor =stst<CS*é~CS im Wie | 
"11 Reinforced Morar Storage ) (Ae ~ 28 | Advanced Swivels —~=S*S*~CS~™*CS« cb | 
12 Broadside Cannons — Intermediate Set | “a9 ft Broadside Cannons s ~ Advanced S Set =r" 
13 Advanced Heavy Shot Storage » Sequence d5 | “30 Tad Advanced Round Shot Strength =, Seiveeead 
| 14 | Advanced Mortar Storage | ' 31 | Advanced Ram — 
= porn — Sequence 04 = ae —— 
Z eae Reinforced Hull Armor | 32 | Advanced Chain Shot Strength ee ee 
i. 16 ik Advanced Cargo Storage a ae Sequence 06 edd | Elite Upgrades 9 Sequence 06+ 
[ kis i “Reinforced Mortars = i {_ |= _ » | — 


UPGRADE LIST & ANALYSIS ~ i 


rr [erouemee CANNONS | __— Standard =| Small Intermediate : _ Reinforced v4 Advanced “i Uitimate Elite uo @ 

oe ee Dn = 0 = ~ ee par | , 8,000 cae Hee - | = | 20,000 650] - | 

| _|_Amount of cannons cones! . ~~“ a | nti 
ciaesiiiiaiaacmmae at a a ie as ee “ai | i ee eee 


| = “Intermediate ali 


Reinforced seal. 7 "Advanced es | os Clite - 
aooo | - [ - | - | 12,000] a | _ oo 
a ae OE ee 


ROUND SHOT STRENGTH 
8 [8 ee 


| Damage/Cost Ratio - 


Standard | inforce 
are : 3 007 


CHASE CANNONS 
Rs i <| 


Amountofeannons je | 4 
Damage/Cost Ratio “2% 
| a ac 
| & aaa a ae 
2 | Reinforced Advanced | 
5 2,500 | - | - | - | 6,000 : 
2 a a eo | 
= oT, a ee 
i —— = — = 
Reinforced Advanced 
' Damage/Cost Ratio 
Max Weak Points 
( 400 ae 
67% ‘| 
"Reinforced | Advanced ae Elite | 
3,500 | 200 ai 8,000 |300{ - | - 25,000 |650; - Y-] 
2,100 3,300 | 3,900 { 
Damage/Cost Ratio 
| RAM* ‘Standard | Reinforced | Advanced 
alae [75 { - 
Damage i 1,200 
Lal | Damage/Cost Ratio = < 25.3% 
_, | HULL ARMOR | Intermediate Reinforced 0 [__Eite Sil 
3 “a ee i - | 4,000 |100|200 | 30,000 Sa 750 
i _ 50% 
= 
| MORTAR STORAGE ' [Elite | 
ine. a <| Fso00 [- | - | - 
‘Capacity 20 
8 Capacity = ae 
Fs | Elite 
5 | 4,000 | - | - | - 
3 | Capacity 40 
Fs Ed wa Se 
® | CREW'S QUARTERS Standard L Advanced 
Ree = ci =a Mz cI [ 
[Capaciy oe ee 


ama STORAGE —— ~ Standard - Reinforced | _Advanced 
BR #88 | 2,000 | - 6,000 . 
c 1,000. 000 — ’ ’ | 
HARPOON STRENGTH Be = ‘Standard | _ Advanced | a 
'S (ele eo - [-i-'-) | 4000 | = | ta 
| Damage 2 a a ; seca 


ROWBOAT ARO Standard 


HARPOONING 


Rm 8.8.8) - 
_ Capacity 
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* if you defeat all four Legendary Ships (see page 246), you unlock a special attack. Hold the Manual Alm Button and press @ as you're about to ram a target: this triggers a powerful charge (6,000 damage). 
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S, JACKDAW APPEARANCE 


In addition to upgrades, you can also acquire items to customize the appearance of the Jackdaw. These have no effect whatsoever on its performance, and are purely 


cosmetic alterations. 


APPEARANCE ITEMS 
- Upgrade 


| ieee Cost ae — (Cargo) 


“Cost (Cargo) 


~ Unlocked by completing (online-only) community challenges. 


A zs CARGO GRINDING TIPS 


Quantity Type tat a 
ae | — | | 
Jackdaw's Figurehead 0 0 - | | Blackwood Wheel 
[ 4 eee ee =a f on 
Aries Figurehead 500 25- | Wood . Aquila's Wheel 
Sea 4 + . == aes 
Phoenix Figurehead 800 75 Wood | | | Impoluto's Wheel 
f Ii ei J f- ‘ oe 
Mermaid Figurehead 1,250 | 150 | Wood | Gilded Wheel 
— eS ee os ee 
Gargoyle Figurehead | Queen Anne's Wheel | Lo 
aes. . }  }—— + 
Serpent Figurehead 3,500 400 | Wood | | Elite Wheel (Uplay) 0 | 0 L - 
ree senna e —} —e 4 | — ~ — ie ~ 
Queen Anne's Figurehead 5,000 500 . Wood | | White Sails i 
Ranger Figurehead 0 0 | - | Crimson Sails 
Royal Fortune's Figurehead 0 0 = Red-Stripped Sails 
Bs cae aaa | eo 
El lmpoluto’s Figurehead’ | 0 0 - | Tattered Sails 
Aquila's Figurehead™” 0 0 = Leather Sails 
Elite Figurehead (Uplay) : 0 0 2 | | Flower Sails 
RU eee Ae De Cae a ee | 
Jackdaw's Wheel 0 0 / = | | Grey Sails 
faa a eel - ——-—|—_—— 
Bronze Whieel 500 | 25 Metal | Black and Red Sails’ 
Flower Wheel 800 75 Metal | Diamond Sails 
Phoenix Wheel 1,250 i 150 Metal | Gilded Sails ) 
Eye of the Sea Wheel | 2,000 | 300 Metal | Elite Sails (Uplay) | 


~ Unlocked by destroying three (online-only) royal convoys, 


The amount of resources required to purchase all upgrades for the Jackdaw is 
immense, and gathering such quantities can be incredibly time-consuming. 
However there are various ways to speed up the process: 


« Study enemy ships with the spyglass: The spyglass reveals two essential 
pieces of information about enemy ships — their level, and their cargo. You 
should generally only attack vessels within your level range (see page 239), 
and focus on those that carry the most enticing quantities of required cargo. 


« Purchase cargo storage upgrades: |f your goal is to acquire large 
quantities of cargo, you will need to be able to carry it on the Jackdaw. Make 
sure you unlock the best storage upgrade you can afford at any given time. 
This is a necessary step, as the standard capacity will only enable you to carry 
a maximum of 500 units of each cargo type, which may lead to wastage as 
surplus cargo Is discarded. 


* Plunder cargo in the south part of the Caribbean: On average, the ships 
in the southern Caribbean regions yield far greater quantities of cargo. With a 
decently upgraded Jackdaw, you can embark on voyages of wanton plunder, 
attacking individual ships and even convoys until you reach your cargo limit. 


= Define your strategy — sinking or boarding: When you successfully 
board a ship, you automatically obtain all of its cargo. If you decide to sink 
the ship without boarding it, you can obtain half of its resources, taking the 
form of a floating crate that you can collect. As boarding can be a time- 
consuming process, this more aggressive approach is worth considering 
when cargo grinding is your sole objective. Target ships that you can sink 
without effort, ideally in areas where they are plentiful, and only take the 
time to board vessels that carry large quantities of a resource that you want 


or need; this will also provide an opportunity to address your Wanted level 
or make repairs. If you find a good spot where you become familiar with the 
local shipping routes, you can Fast Travel to a nearby location to “reset” its 
state and begin again. 


Instantly sink smaller ships with ram charges: The ram, especially in 
its upgraded variants, is a very powerful tool that you can use to charge into 
gunboats and even schooners, instantly cracking their hulls — and leaving you 
to claim half of their contents as they descend to the depths. 


Embark on multiple warehouse raids in succession: Once you have visited 
each warehouse site and Synchronized at the local Viewpoint, you can raid these 
locations in sequence. With practice (and sound strategy: see page 208) this is 
a swift way to amass cargo and reales. 


Take advantage of storms: During storms, many smaller ships are 
claimed by winds or waves. Be sure to loot the flotsam and jetsam that they 
leave behind. 


Take advantage of tripartite battles: You will often encounter situations 
where ships are engaged in combat when you arrive — for example, a British 
frigate facing a small Spanish brig and two schooners. In such situations, 
enemy ships will ignore you as long as you do not intervene (though you 
may be hit by stray fire if you move incautiously close). You can either circle 
like a vulture, waiting for cargo and crew to claim, or directly intervene. It’s 
usually best to engage the side that has the upper hand, as the losing party 
will continue to draw attention and fire. After you have incapacitated the 
aggressors, you can turn your cannons on the side that briefly regarded you as 
a savior for added profit (and, moreover, amusement). 
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Strategy 


| « Ammo 


SEE TEET CHT ESTTINGT Can 


is no need to focus your broadsides: only heavy 


JACKDAW 


North half of ; ™ Gunboats are eas ly SLK. | Attack them with a broadside, attempting to hit as 
man v1 the Caribbean (especially, Fast and tenactous, armed many gunboats as you can with each volley, then 
125 fire barrels) with forward-facing cannons, finish them off by targeting weak points with the 
| | ® No cargo, no they can be dangerous swivel gun. 
crew ly Pee numbers. Don't | ® Drop fire barrels if you find one sniping at you from 
495 | South half of underestimate the damage the Jackdaw's wake while you engage another 
; the Caribbean they can cause: it's usually vessel. 
prudent to sink them first in 
many combat encounters. 
| North half of ;® No metal, but | ® Schooners are fast out ligntly ; ™ Attack schooners with broads des, focusing your 
the Caribbean small-to- armored. They tend to sail targeting lines so that your full volley hits them. 
150 medium away from you, leaving Target the weak points with the swivel gun while 
a ~} quantities of fire barrels in their wake to your cannons are being reloaded to inflict further 
other cargo prevent further pursuit. damage, then repeat this cycle until they fall. 
South half of ™ 1 crew ™® You can destroy the fire % With an upgraded ram, you can sink schooners 
0/4/2 175 ae eh . % Fire barrel barrels with the swivel gun instantly with a single charge. 
the Caribbean mnie if they are in your way, and 
slow a vessel laying them in 
| your path with chain shot. 
Cee ee 
150 | Relatively ra Tare | ® Medium a a These ships are fast and % Try to position the Jackdaw behiad the brig’ S fear 
in the far north 7 quantities of very aggressive. They will and hit them with broadsides. 
a ie all cargo types | attempt to weaken you with ™ When they begin thei i 
é l J y begin their ram charge, either dodge 
o/10/2 160 ss i ™ 3 crew broadsides, and seize any =| __ these by steering away perpendicularly from their 
eis 2 ™ Heavy shot opportunity to hit the Jackdaw course, or drop fire barrels in their path to stop or 
ee gene with chain shot and ram it. punish the charge. 
| Chinchorro occasional 
2/10/2 165 } and Charlotte mortar ammo | 
meee we eens a a Oe el. _ — i. 
$$$ eee apes 
Punta ane ™ Large a Frigates cee ae = ty to baie a a afar vith the mortar. Te | 
4/10/0 265 Casti.to de Jagua quantities of maneuverability with solid have nothing to fight back with over long distances. 
and Serranilla all cargo types } durability, and possess % |i you have to face them at close quarters, the safest 
regions ™ 5.crew fearsome firepower. option is to attack them from the rear, alternating 
® Ail ammo ™ A concerted broadside between broadsides and either mortar or swivel gun 
em | so) | ba types, barrage from a frigate can be shots. 
_| Fegions | especially devastating unless you brace. | w with advanced heavy shot upgrades, ambushes 
oo alas heavy shot where you hit them with two or three close-range 
{ | Chinchorro broadsides may incapacitate them before they can 
| 22,000 | 4/20/0 ae region i | even return fire. 
49.000 | 4/32/0 480 | charlotte lw veya arge | ™ These vessels are incred.bly lw Try to attack them from behind, and use the 
: region quantities of sturdy, and can deliver both Jackdaw's superior maneuverability to remain there 
am ie Seal ; all cargo types | —_ lethal broadsides and mortar while you bombard them. 
27,900 | 8/43/0 | 200 | Seranita region | w 7 crow shots over long distances. | w Make sure you brace whenever you must withstand 
- You will need to significantly ; i 
* Allammo vaiiatia (aEiaOL Eines their broadside volleys. 
i types, a be ae era to ™ Mortar shots are extremely effective against these 
A especially defeat one vessels, because they're both huge and slow. ff 
| At maximum heavy shot ae el you can surprise a man o' war from behind, open 
4253/0 | | 200 | Wanted level ™ Their main weakness is thelr hostilities with mortar shots to severely weaken it. 
and in certain lack of maneuverability, and = Wh an Po mop 
Naval Contracts the fact that they have no rear EAN eI elt ely AES MOC 
lal shot offers the raw damage that you need in these 
L situations. 
a —— eee a a cee me ans Far 


Legendary Ships: sé see page 216 
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The Fast Travel network is one of the most vital 
systems in Assassin's Creed IV, as it enables you to 
skip literally hours of time spent in transit between 
destinations. Though it is occasionally disabled 
during main story Memories and certain side quests, 
this should be your primary method of abbreviating 
journeys between locations, or even to move from 
one side of an individual region to another. 


To Fast Travel, bring up the main map screen, zoom 
out or zoom in as required until you can see your 
destination, select your required Fast Travel position 
on the map and press @, then confirm your choice. 
After a brief loading break, Kenway will appear in 
the specified location. If you select a Viewpoint, he 


will begin on the perch, which provides a convenient 
view of all points of interest and prospective-hostiles. 


FAST TRAVEL DESTINATIONS 


Description a. ‘ 


Fast Traveling to a location within your existing 
region (for example, from one side of Havana to 
another) has the same effect as leaving a destination: 
all NPCs (including guards) are réstt to their default | 


| Viewpoints (Synchronized) : _ 
| Main Locations 


ee —| 
| 
{ 
| 


: Naval Forts (Conquered) 


state."However, this also applies to animals that you | Plantations 

can hunt, which can make it relatively easy to grind 77a a 
Villages 

for materials to sell or craft with. fees aaa 


Islands 


All potential Fast Travel spots are marked with a Underwater Shipwrecks 
specific icon (§), though they must be unlocked MORE ay cea yee 
by visiting a location once (or Synchronizing with | 


Viewpoints). These include: L = 


| Caves/Smuggler's Dens . 


gaamGanadlg 


‘i . 
Ruins 


The Wanted system acts as a deterrent to dissuade 
players from unchecked violence while aboard the 
Jackdaw. Though you are free to lay waste to entire 
fleets on a whim, the penalties introduced once the 
Jackdaw is Wanted make it a little harder to travel 
without further complications or confrontations, 
and demand payment of a toll (measured in cash or 
simple time and effort) to remove. 


By default the Jackdaw is incognito. As you engage 
and sink ships, however, your Wanted status will 
escalate gradually, rising by one level at a time up 
to a maximum Level 4. 


POINT PENALTIES 


[ Action Penalty | 
| ee ee Le 
Engage any ship +5 points | 
| Sink a gunboat +65 points | 


Sink a schooner, brig, frigate or mano’ war | +10 points / 


POINT PENALTIES 


[ Levels Milestone | 
Incognito =—si(‘<«é‘é‘ét~*;!;!~« RAO points | 
Level 1 (x) 50 points | 
tov 2€ 96) _100 pits 
Seer ee 
el 4 969636) 210 poi 


The moment that you reach Level 1, the Jackdaw is Wanted, and a Hunter ship is sent after you. The 
game checks if Hunters are still tracking you every eight-and-a-half minutes, and sends replacements 
commensurate to your current level if they are not. As your Wanted level increases, more and more dangerous 
types of ships will be dispatched to engage you: 


HUNTER PATROLS : 


a 


{ 


Wanted Status . Hunters Sent 
Incognito | . 
Level 1 Level 17 brig x1 ak 
- r = —— bs — = a nme 
Level 2 | Level 20 brig x1, Level 8 schooner x1 die 4 ‘ 
Level 3 Level 11 schooner x1, Level 38 frigate x1 4 ‘ : 
; Level 4 | Level 38 frigate x1, Level 60 man o’ war x1 | iy a 


Your Wanted status can be lowered in the following ways: 


® Bribing a Jocal officer ($2). This fully resets your Wanted level. Local officers can be found in all towns 
and villages throughout the Caribbean, usually close to a harbormaster. They also appear in every fort that 
you conquer. The price to pay is determined by your Wanted level: 200R for Level 1, 400R for Level 2, 
600R for Level 3 and 800R_ for Level 4. 


® Choosing the corresponding option after successfully boarding a ship. This will lower your Wanted level 
by one grade, irrespective of the type of ship you boarded. 


® Being Desynchronized. This automatically resets your Wanted level to incognito. 


Deliberately causing chaos without addressing your escalating Wanted level can eventually enable you to fight 
a Level 60 man o’ war, which is a reasonable way to grind for resources once the Jackdaw is up to the task. 


All opponents in Assassin's Creed 1V belong to one of several specific enemy archetypes, and will exhibit behaviors, proficiencies and weaknesses specific to their 


Class. In this section, we examine their strengt 
you will encounter them ina variety of different 


SOLDIER 


ns and weaknesses, and offer tins on how you can avoid their attacks and disable them without complications. Though 
uniforms, each archetype is easily identified by certain distinguishing features — such as their build, or favored weapon. 


Soldiers are by far the most abundant enemy 
variety encountered during the first half of the 
story, and remain common in later Sequeices. 


* Soldiers have no resistances, and attack 
with a single lunging strike. 


« They are extremely susceptible to bullets. 
Even “snap shots” are lethal against them. 


= |nbattles where you face several opponents, 
removing the majority of soldiers via a 
Kill Streak (which could include Scouts 
engaged in the battle) can make it easier to 
take contro! of a combat situation. 


% Though they have a degree of free running 
prowess, soldiers are slower than Kenway 


in a straight-line sprint and have limited 
climbing ability. 


GUNNER 


SPANISH 


Gunners are usually encountered on rooftops 


sentries commissioned to punish all trespassers severely. ~—— 


% When you notice a Gunner is about to fire at you while you are busy in melee 


combat, you can use any nearby target as a 
page 42 for details). You can also “cancel” 
with a pistol shot or a blowpipe dart. 


* Once they have detected Kenway, Gunners will open fire at regular intervals 
while he remains within range. If you cannot avoid them entirely, try to move 
out of sight as quickly as you can. It also helps to use natural cover elements 
(sloped rooftops and chimneys in particular) to disappear from view. if 


PRIVATEER 


BRITISH 


PRIVATEER 


or watchtowers, where they act as PORIUECESE _— 


® Gunners will engage Kenway in standard melee combat at close range. In 
these situations, their behavior is functionally identical to that of generic 
soldiers — with the sole exception that they usually require two body shots 
from a pistol to kill. 


human shield by pressing @ (see 
their ranged attack by hitting them 


% This enemy archetype is a constant danger until you obtain the Blowpipe. 
At that point, they are relegated to the status of temporary nuisance easily 
pacified by Sleep Darts — or, with Berserk Darts, a powerful ally when you 
need to cause a chaotic distraction... 


Kenway is hit by a Gunner shot while climbing or free running, use the Catch 
Back move — press €® towards the closest surface with an available ledge — to 


avoid plummeting to the ground. 


SPANISH 


BRITISH \ ; = E PRIVATEER 


PORTUGUESE 


Slow but relentlessly aggressive, Brutes are easily identified by their imposing stature. «= The safest and usually most time-effective way to kill a Brute is to perform the Break 


Defense move twice to knock them from their feet, then finish them off instantly 


« Brutes are immune to standard attacks, Combo Kills, conventional Counter Kills as they tie prone. You can also eliminate them with two pistol shots, or a single 
and Kill Streaks. Attempting these moves against them will even cause you to take headshot. 


damage as they repel you. 


« Brutes can throw grenades whenever the corresponding icon appears. These cause 


™ Pressing @ when they attack will lead to a dodge rather than a standard counter high damage (and a loss of footing) within a fixed area. To avoid this, simply move 
opportunity, and for good reason: their blows are extremely heavy, and cause out of the blast radius. 


massive injuries if they connect. However, if you use €® to direct your evasive 
roll behind them, there's a tiny window of opportunity to press @ to kill them = Brutes are much slower than Kenway when running, and cannot climb. From a higher 


immediately by stabbing their unprotected backs. This is much easier if you are vantage point or a safe distance, you can shoot them with ranged weapons or make 


using an appropriated musket: see page 244. 


SE OUT 


an easy escape. 


‘py 


Scouts are agile adversaries primarily defined by 
their speed. 


« Scouts attack with three-hit combos. If one blow 
penetrates Kenway’s defenses, be ready to parry 
or counter subsequent strikes. 


® Scouts are immune to normal attacks, blocking 
Kenway’s attempts to initiate a combo assault. 
However, they fall instantly to Counter Kills and 
attacks during Kill Streaks: it’s just a matter 
of waiting for the right opening. They are also 
vulnerable to the Break Defense technique and 
can be profitably disarmed. ; 


= These opponents are perhaps more dangerous 
when you have a pressing need to escape 
combat. Though a Scout's free running and 
climbing prowess is no match for Kenway, they 
are 30% faster in a straight line sprint, and can 
therefore outpace him in a footrace. As they run 
behind Kenway, they will dive and tackle him. 
When a sighting or your intuition informs you 
that a Scout is close at heel, tap € to perform a 
short jump to foil their tackle attempt. 


SPANISH 


PORTUGUESE 


PRIVATEER 
BRITISH 


CAPTAIN 


The Captain is the ultimate enemy archetype, and is effectively a composite of 
the Brute and Scout classes. These are the toughest enemies you will meet. 


« Captains are immune to every standard melee combat technique. Their only 
weakness resides in the Parry move. Simply hold @ when they attack you, 
and Kenway will block the assault and follow up with a kick that will stun the 
Captain for several seconds. You can use this window of opportunity to finish 
them off in any way you see fit: a full Combo if you have the time, a Kill Streak, 
Or an assassination (from behind or while they lie prone after two successive 
uses of the Break Defense ability) if you need to act fast. 


SPANISH 


BRITISH 


« Alternatively, you can take a Captain down with a single pistol bullet 
manually aimed to the head, though you are unlikely to have the time to 
complete this during larger brawls. They can withstand up to three bullets 
fired to the body before they fall. Blowpipe darts are highly effective 
against them. 


« Captains can draw a pistol at any moment, though their tendency to use this 
firearm is much lower than with Gunners. Sprint behind cover or use a human 
shield to avoid injury. 


PORTUGUESE 


PRIVATEER 


” Soldier Scout Gunner Brute aan __ Captain | 

Weak Immune Weak | immune ™” immune ‘ | 

Combo Kill Weak | Weak Weak Immune immune 

a ie — oat — ——" _ ————e —— — | te | — ee = 

| Kill Streak sl Weak | ss Weak firme rng 

Break Defense | Weak | _ Weak Weak | Weak Immune 

Ranged Attack Weak | Weak Weak Weak Weak | 

L a ——— Se — asec ae eee wisi tee, Sr OF ene as 

Counter Kill Weak | Weak Weak | Immune | Immune 

a = ee Eee —— ——————— — — ~~ —_~—--——-~ } ee | 
Counter Disarm Weak 7 __ Weak — = Weak — _ _ Immune = ee immune = 

| Counter Throw Weak | Weak i _ Weak eee Immune ; Immune re 

| Special Counter Weak | _ Weak ie Weak ieee Immune a Be _ immune | 

Parry | : - | Immune Weak | 


Vasa SWORDS 


Every sword set is rated in three categories: Damage, 
Speed and Combo. These stats define their overall 


MELEE WEAPON ATTRIBUTES 


=== = 


effectiveness in combat. > ill — Availability Price (R) 
= Damage: This attribute is used to determine the | Otticer's Smallswords { 1 | ? | From the start a 
strength of each successful attack. With most combat British Cutlasses | 2 [ 3 re = in 800 

deaths achieved through counterattacks and Kil[ Spanish Cup-hilt Rapiers oa r 2 | ae 1,200 r 
Streaks, this stat is the least important of the three. BA eae oo = 
French Dress Swords oval | 3 iE 1 4 3,000 | 
™ Speed: Weapons with a high Speed rating enable | Espada Ancha be ie 3 5,000 
anmmmenens lle ———— i. — == te - te ————— a 
ee eieaete requenty 1 Privateer’s Cutlasses 3 3 | 3) In general stores 6,500 
eee ee ae ————— inte ji eS = Sue ee 
= Combo: Swords differ in the number of hits required British Colonial Cutlasses | 29 | 4 3 L 8,000 
before Kenway can deliver a finishing blow. A high | pirate Scimitars LSE: 10,000 
to take down targets with ; mecca tas aa - a 
omnes ee YL : French Court Swords 4 j; 38 ae Ae 12,500 
fewer hits. Ei = ees [Reese ae eine pat ial 
Officer’s Rapiers 5 E ant | 3 i 14,000 
You can switch between weapons in your existing : | | Find three Social | 
collection by interacting with the mannequin in the | Scottish Broadsword | 3 5 | 3 | chests 
Jackdaw's cabin, via the “Buy” option at any general, (> a cm See page 250 
store, or by collecting them from the display racks inside Persian Scimitars |} 2 fe | 8 ae lenge reward | 
the Great Inagua hideout. Se t en = ee — 
Pistol Swords | 5 4 | 3 | pills aigentage See page 188 
The Blades of Toledo | 4 | 38 f 3 __| Uplay reward | See page 302 | 


The principal reasons for employing unarmed combat techniques are to disable 
targets without killing them, or to exploit the Disarm move, which enables you 
to turn weapons against their former owners. If stealth and mercy are deemed 
appropriate in equal measure, you can sneak up behind an opponent and tap @ 
to incapacitate them with a non-lethal finishing move. 


Whenever you use the Disarm ability (@ to counter, then @) on a soldier, Scout 
or Gunner while unarmed), Kenway will take immediate possession of their 
weapon and use it as his own. Tap @® immediately after the Disarm animation 
is complete to kill the vulnerable enemy. You can also pick weapons up from 
the floor after a battle ends. While appropriated swords offer little of value 
(save, perhaps, the novelty of using a single sword; Kenway has two perfectly 
serviceable blades of his own), axes, daggers and muskets all have unique 
characteristics that make them fun to experiment with. 


Neck UNARMED COMBAT & ENEMY WEAPONS _ 


During active combat, there is a knack to picking weapons off the ground. Wait 
for a quiet moment with Kenway standing above the weapon you would like to 
collect, then briefly hold the High Profile Button and tap @. 


ENEMY WEAPON ATTRIBUTES 


_ ——. 
ia Name Damage Combo | Speed . |__ Archetypes x 
; | Soldiers and 
me oe, poems L.| 4 | 2 rains 
Axe gate [amg on all r Brutes 
L. Sa a a a = oom 
Dagger le - - - Scouts 
Bk L —_— ——— 
| Musket (Melee Weapon) 2 | 4 3 | Gunners 


Week xcs 


Though you cannot use the Disarm ability on 
Brutes, you can collect their axes after they have 
been neutralized. With this weapon in hand, press 
@ io kill any enemy instantly. There is a slight but 
Significant “power up” delay to this assault, so time 
your attack carefully. They're also good fun to use in 
general combat, where the sheer weight of the blows 
and Kenway’s distinct movement style makes for a 
decidedly satisfying change of pace. 


WAR Daccers 


lf you disarm a Scout or collect one of their daggers 
from the floor, you can use the short blade as a one- 
time projectile. Daggers are classified as a tool, and 
appear in Kenway’s inventory while carried. When 
selected, tap @ to hurl if, killing any opponent 
instantly. 


Weg Muskers 


While you cannot purchase or permanently equip 
muskets, these weapons are easily acquired: either 
from weapons racks or from the Gunners who always 
carry them. With their excellent range and a cartridge 
always loaded for a “free” shot, they can be collected, 
used and then discarded without hesitation. However, 
they have some unique attributes that make them 
interesting enough to warrant relatively frequent use. 


™ When you assassinate a target with a loaded 
musket or see Kenway perform a Counter Kill 
finish where he plunges the bayonet into the 
torso of his victim, you can press @® during the 
animation to shoot through the body and kill a 
second target if there is an enemy within range, 


« Any shot fired with the musket is instantly lethal: 
even Captains will fall to a casual snap shot. 
However, this considerable power is balanced by 
a torturously siow reload time. 


™ In melee combat, the musket leads Kenway to 
adopt a dramatic fighting style. Its sheer range is 
its primary benefit, enabling you to maintain Kill 
Streaks with enemies spread over a fairly large 
area. With practice, it also makes it much easier 
to immediately slay Brutes by rolling behind when 
they swing their axes. 


When you purchase a new pistol set, its relative strength is expressed with the following stats: 


* Damage: Governs the amount of damage dealt by non-lethal shots. Manual shots to the head are 
always fatal, irrespective of the target's archetype. 


™ Stun: Measures how long the target is stunned by non-lethal shots. 


* Range: Determines the effective range at which shots can land. 


PISTOL ATTRIBUTES 


Common Flintlock Pistols 


Pirate Biunderbusses 


Range ange “Availability __ Price (R) 


Ae Sequence 02, ’ 
Mission 03 
+ oes Sere et 


Standard Wheellock Pistols 


| In general stores 


Spanish | Officer Pistols 7 


Cannon- Barre! Pistols 


Golden Flintlock Pistols 


Captain’s Wheellock Pistols | 


; ae : 


Musket 


[3 | 7000 
fa 300 
oa ee ae See page 212 | 

eee eee ee 

: | conmty | See page 250 | 

5 ~7 From Gunners 7 _ - a 


There are two ways to fire a pistol: 


w You can enter Free Aiming by holding the 


Manual Aim Button, then aim with @ and fire with 
the High Profile Button. Manual shots aimed to the 
head will instantly kill any target. However, these 
naturally take time to align, so headshots are usually 
impractical in open conflict. Outside of combat, note 
that any guard that sees you aiming in that manner 
will raise the alert and attack Kenway or run to ring a 
nearby alarm bell. 


Alternatively, you can take quick “snap shots” by 
pressing @. These are less powerful, but are fired 
instantly. They can be used to weaken, interrupt 
or finish off a target during combat, or even to 
temporarily stun a fugitive on the run. 


When employed with the Special Counter move (see 
page 41), Kenway will blast susceptible opponents at 
point-blank range, killing them instantly. If the pistol is 
unloaded, Kenway will attempt a standard Counter Kill. 


You can increase the amount of pistols Kenway can carry 
simultaneously (and his total ammunition capacity) 
through crafting. See page 249 for details. 


& THE BLOWPIPE _ 


The Blowpipe, unlocked late in Sequence 04, is a silent weapon that = Berserk Darts take effect after a short delay. The afflicted target will then 
facilitates interesting tactics whenever stealth is necessary or preferred. engage anyone — friend and foe alike — in combat until incapacitated, or 
Hold the Manual Aim Button and use @ to move the target over any the timer expires, at which point they will lose consciousness. This can be 
point of the victim, then press the High Profile Button to fire. As with the especially effective on Gunners positioned on rooftops or watchtowers, as 
pistols, you can also tap @ at close range (when a target is highlighted) they may take down multiple targets from their vantage point. While afflicted, 
for a snap shot, a berserk target will attract the attention of everyone within range. Whenever 
you need to create a localized diversion, Berserk Darts are one of the most 
® Sleep Darts render the target incapable of action for a short period of time, powerful weapons at Kenway’s disposal. 
as indicated by the circular meter. They will wake when this time expires, or 
if attended to by an ally. To knock them out permanently, move close to them — Using either type of darts in combat affects a target instantly. If employed with a 
while they are prone and press @ for a decisive kick. Special Counter, Kenway will simultaneously hurl the target aside (in a manner 
identical to a Counter Throw) in a single movement. 


of affected opponents, or to facilitate an easier escape. If flight is a prerequisite, 
dropping a Smoke Bomb in a confined space will incapacitate all pursuers who 
enter its area of effect (fi). Though Kenway and his allies are immune to the 
effects of Smoke Bombs, opponents inside the cloud (or those who enter it) 
are blinded, stunned and unable to move until the smoke dissipates. Anyone 
knocked outside the cloud will recover immediately. 


Whenever you face a difficult battle featuring multiple Brutes or Captains, 
each use of a Smoke Bomb will enable you to quickly assassinate at 
least three targets before the cloud lifts. From boarding enemy vessels to 
eschewing stealth (and a bonus) in favor of violently storming warehouses 
(see page 208), this is Kenway’s joker, a “get out of jail” card that works 
in almost any situation. As they are regularly obtained by looting enemy 
corpses (and occasionally from Treasure Chests), you should rarely 
Depending on the demands of your current situation, a Smoke Bomb can be —_ experience shortages. We recommend crafting capacity upgrades as soon 
employed (tap @) to create confusion and paralysis, enabling effortless kills as you can — see page 249. 


Available at a very late stage in the main storyline, the Rope Dart has five  1.In combat, tap @ to fire a Rope Dart at a target and pull them to the 
combat applications. : ground. If you are close enough, you can then perform an instant finishing 
move. 


2.0n the ground, while standing behind an oblivious target, hold @ to use 
the Rope Dart to pull an opponent towards Kenway; when they stumble 
within range, he will kill them instantly. 


3.From a tree branch or a beam above a suitable victim, hold @ to strangle 
a target situated below. 


4.From a tree branch or a beam, hold @ and press @ in the appropriate 
direction to hang a target within range (3). 


5. Last, but by no means least, employing a Rope Dart in a Special Counter 
is lethal against generic soldiers, Scouts and Gunners. 


AMMUNITION _ 


AMMO PRICES 


All tools consume ammunition, There are various ways to refill your stocks: 


® Looting or pickpocketing guards. Ane Type Price (R) 

™ Opening certain Treasure Chests. ai aeiiai | = 

* Buying them from general stores. Berserk Dart Dee ee 25 

© Crafting Sleep Darts, Berserk Darts and Rope |_ Sleep Dart 25 
Darts from bones acquired by hunting animals. Smoke Bomb _—— 

Note that you can extend the capacity of all your eee -— a I B 

ammo pouches through crafting: see page 249. | Bullet 10 


The following table reveals the purchase price and/or unlock conditions for the different outfits that Kenway can wear. A few outfits offer special (and highly beneficial) 
additional effects, though the majority are purely cosmetic. You can change outfit at general stores or the captain’s cabin on the Jackdaw. 


[ ia in Availability 

| Edward Kenway’s aoe | = | ; Default outfit —s : 
correo | 9 reme 8 4 © = 
“Prat cok ~ prie6000Rststi~C*~*~* 

Crimson Cloak Outfit [ _ a Pie 8 oOOR 7 

| Privateer Quit, = “| i ee Price: 2 5,000R a In general stores | 
P Pirate Captain Outfit : ; 2 7 = 3000R rs, | 
ee | 
I Poitcian’s Out : Price: 12, 000R | 
Explorer Outfit ; eS _ a eet enmmuniy challenge reward | 
ie a ame See page 250 a = ; a 
Governor's Outfit Find a social chest 
Officer's Outfit | : — “See fae 218 ——— Complete he Gitar mission in aay steam ~ = 
| Templar Armor Reduces damage by 25%; see page 184 Complete all Templar se nips ae the cage in the Great | 
Stealth outfit i i adues ua fiteeton ae: see page 188 _ | > 32 oie half of the Assassin Gareacts. ' 

_ chee ae vs ree ce serie Yee sale eee oi ae 
abeyen Outfit | Datlecs bullets fired by opponents; see ee ku) ears all Mayan Sele and open ule secret door in Tulum | 
Edward the Legend outfit a See page 302 “aoe Joh ~ Uplay as i 
= Outtit ae st a ~ Reduces the ability of animals to detect Kenway. > -_ oe ee : | 
be ’ tee Ingredients: red howler monkey skin x1, whit te jaguar | pelt xt eed 

Feline Pelt Outfit | . Ingredients: ocelot pet x, jaguar pelt Mo ail ere | 
Shark-Hunter Outfit | ee bull shark ae pas shark bone x] a | 
| Whaler Outfit ; | _— Ingredients: wi whale ae ee | 
Altair Ibn-La’Ahad’s Robes | 

_Ezio Auditore' Robes | See page 302 | Uplay | 


Connor’s Outfit 


es 


‘. 
Pe 


“J 


Hunting is a major side activity in Assassin's Creed IV. You 
can hunt animals both on the ground and in the ocean. Each 
one of them, once skinned, yields a specific item (and a 
single bone — more on which shortly). These unique hunting 
goods have two possible uses: 


® You can use them as ingredients to craft equipment 
upgrades (See page 249). 


« You can seil them to general stores or harbormasters to 
make money (see “Sel! Price” column). 


HUNTING & HARPOONING DETAILS 


} 


| Category | Icon = Animal — ~ Habitat | ; ‘Hunting gGood _ | Sell Price | Buy Price 
gh Fata Nasi igs Comal = panne | — | 
sae "Capuchin Monkey Misteriosa (sland, Tulum, New ‘Bone — __ Capuchin Monkey Pelt — \ = EN — 750 J | 
a | Green Iguana Abaco island, Andreas island /_lquana Leather = | 90 | — 900 | 

| _ iH | Hutia . Lene Sound, 1, Long Bay, Jiguey a |‘Hutia Hide ae 65 | 2 850 
| od De Deer | Kingston, earl Salt Lagoon, Principe Deer Hide - | 30 1,500 ] 
a | Ocelot — “ " anceas island | Cumberiand Bay ~— — = oe, Ocelot Pelt —— | om 125 Mf 1,250 | 
Gita J | Wild Pig Nassau, Mariguana Island, Cape Bonavista Great Inagua | Wild Pig Hide ——s a 150 | l 900 | 
Animals Bo) | Howler Monkey — Kingston, Cape Bonavista, Principe, Lor Long Bay, cat island, Tortuga : "Howl Monkey skin 100 | 1,000 
bas : Jaguar = <= Cape f Bonavista, “Principe, 1 Tulum ZI Jaguar Pelt a nat } 200 | 2,000 1 

| Soe Black Jaguar Pinos isle, ‘sla Providencia Black Jaguar Pelt 300 3,000 
| Se “Croco " eet Nassau, Long Bay, isla Providencia, Tulum, Matanzas | pon _ {ec Crocodile Leather — 200 2.000 | 
| yaad | White Jaguar (Rare) a toa Sound (during the Opia Apito Templar Hunt | White Jaguar Pelt 600 6.000 
| CR | trae) Monkey rovdencia _ Red Howler Monkey Skin | 500 5,000 | 
i | ~~ L Hammerhead d Shark © =~ a “Hammerhead shark Bone | 400 | 2000 | 
| a [ Great White Shark _| The general habitat of each animal type is represented on the _Gret White Shark Bone - ai 2,750 | 
Ogee va Bull Shark Caribbean map on the poster supplied with this guide, or in the | Bull Shark Skin 580 ; 2,900 | 
| aaa ie | game once you have conquered the fort of the corresponding ee Sn 
| Ya Killer Whale _| region. You can also refer to the Charts & Collectibles section of “Kile Whale Skin ee Ge 
| an all . | Humpback Whale the Side Quests chapter for further advice on hunting areas. L | Humpback Whale Skin | 700 [. a 500 
a ws | White Whale’ i | White Whale Skin - 4,000 | 20,000 | 


* The white whale only appears during (online-only) Te events. ts possible habitat zones are spread across the entire Caribbean region. 


HUNTING TACTICS 


Animals can be broadly divided into two categories: 
aggressive and passive. 


« Passive animals (such as rabbits and deer) will flee the 
moment they see or hear Kenway. To kill them, you can use 
a ranged weapon from a distance or a melee weapon at 
close range. As a rule, animals will not see Kenway if he is 
concealed within Stalking Zones, hiding places or situated 
out of sight on higher branches. They will, however, detect 
him quickly in the open. 


« Aggressive animals (crocodiles, and all types of jaguars) 
will stalk and attack Kenway if they see him. To kill them, 
you need to use ranged weapons from a distance. At close 
range they will attack and you will need to successfully 
complete the timed button-press minigame to survive. 


Animals are usually encountered in wild environments. When 
you are in the middie of a hunting session and feel that you 
have exhausted all available animals in a location, you can 
Fast Travel to the closest Viewpoint to respawn them all — but 
note that this will also restore all enemies in the area to their 
default state. 


HARPOONING TACTICS 


<9 


Harpooning as an activity becomes available from the start of Sequence 03. To ™ The actual hunting process is really straightforward. All you have to do is 
begin harpooning, simply sail to one of the potential habitat zones represented on aim with the Manual Aim Button held and @, then throw a harpoon with 
our map of the Caribbean (see poster) or in the game once you've conquered the the High Profile Button. Keep your target in sight as best as you can, and 
fort of the corresponding region. An illuminated circle makes these zones easy to throw harpoons whenever you have a clear shot. Each hit depletes the animal's 


Spot from afar on the in-game screen. Enter it and hold @ to begin the harpooning. health bar. When a first harpoon connects, the prey will usually swim away, 

pulling your rowboat in the process. This tends to make the camera move a 

“ Harpooning naturally requires harpoons, consumables that are used up every little, but is actually helpful: you can aim all further projectiles to the base of 
time you throw them at your target. Your stock of harpoons is refilled after each the rope, until it breaks and a new cycle begins. For nimble animals, you will —— 

hunting session, but you cannot resupply during a session. In other words, often have to take their movement into account and aim a little ahead of them. 


you have to kill your prey before you run out of harpoons. You can increase Migitaia) 
the damage dealt by your harpoons and the total amount of harpoons that = The more aggressive animals, such as the great white shark, will regularly jm 


you tan carry via the Jackdaw Upgrade menu. The three pertinent categories attack the rowboat. You can repel them or limit the damage they cause by 
of upgrade are actually fairly affordable, with the design plan for the Elite hitting them during their approach. Your health is represented by the strength 
Harpoon found via a Treasure Map located on Mariguana Island (see page of the rowboat: if its gauge is depleted, you are Desynchronized. ian 


152). This leads to a dig site on Andreas Island, so it's actually possible to 
maximize your harpooning stats early in Sequence 03. 


You will win the minigame by depleting your prey's health bar completely. Your 
reward is one unit of the hunting resource corresponding to the animal you killed. 


In addition to standard hunting goods, successfully hunting or harpooning animals will also reward you with a single bone. These items can be sold for SOR, though this is 
a waste of a handy resource. Bones have a very useful function: they can be crafted at any time into Sleep Darts, Berserk Darts or, later in the story, Rope Darts. By keeping 
a large cache of bones in your inventory for tricky situations, this means that you can manually top up these ammo supplies without the need to loot bodies (which actually, 
as it stands, tends to be an unreliable source of such ammunition). Lae ae 


a | CRAFTING 
Crafting is the process of creating upgrades to Kenway's equipment by consuming ingredients obtained through hunting. The crafting operation itself is extremely 
simple. You do not need to find recipes or even visit a merchant, and there is no order to follow: simply open the Pause menu and select the upgrade of your choice 


WANTED SYSTEM 


ea 


before confirming, i 
CRAFTING UPGRADES . —s 
Name ~ Effect/Capacity | Crafting Recipe wk TOOLS 
Health Upgrade | | Health +25% _ | Iguana Leather x2 (mandatory story upgrade) | hice 
! Health Upgrade Il Health + 25% Deer Hide x2 
Health Upgrade Ill Health +25% Jaguar Pelt x2 7 


Health +25% ; Great White Shark Bone x2 
Pistol +1 Ocelot Pelt: 2 (mandatory story upgrade) 


ee Upgrade | Vv 
Pistol Hol Holster Il 
Pistol Hol Holster Ul 
Pistol Holster IV Pistol +1 | Crocodile Leather x2 
Bullets +10 | Wild Pig Hide x2 
Bullets +10 Tacs Shark Bone x2 | 


Pistol +1 | "Humpback Whale Skin x2 


Pistol Ammo Pouch | 


Pistol Ammo Pouch Il 


Smoke Bomb Pouch | Bombs +5 Hutia Hide x2 Reet = ae 
Smoke Bomb Pouch II Bombs +5 Rabbit Pelt x2 
Rope Dart Pouch | Rope Darts +5 | Black Jaguar Pelt x2 sai silat 


Rope Dart Pouch Il Rope Darts +5 Crocodile Leather x2 ant Ts 

Dart Pouch | Darts +5 (both Blowpipe varieties) - Howler Monkey Skin x2 MINIGAMES 

‘Dart Pouch It Darts +5 (both Blowpipe varieties) | Killer Whale Skin x2 ieee 

Sleep Dart | | Sleep duration +20 seconds | Black Jaguar Pelt x2 

Sleep Dart Il ‘— e - “Sleep duration +20 seconds = | Great White Shark Bone x2 : | a, spt . 

Berserk Dart! Berserk duration +20 seconds Bull Shark Skin x2 - =. 
| Berserk Dart Il | Berserk duration +20 seconds - | Capuchin Monkey Pelt xe — P 
| Hunter Outfit = _| Reduces the detection range of animals ' on Red Howler Monkey Skin x1, | White Jaguar Pelt x1 

Fine Pelt Out ee 

Shark-Hunter Outfit - Bull Shark Skin x1, Hammerhead Shark Bone x1 

Whaler Outfit ies White Whale Skin x3 = 


Sleep Dart i ee ee i ee as 
Berserk Dart Darts +1 eee 


Rope Dart “| Darts +1 | Bonext 


In 


this final combat-focused section, we offer a 


selection of useful tips and suggestions that will 
help you make the most of Kenway’s abilities, and 
to adjust the difficulty of the combat system to suit 
your personal needs. 


If you are finding a specific battle too challenging 


in later Sequences, and don't care for stealth tactics 
unless strictly necessary, Berserk Darts can be 
your Salvation. Every time you tap @ with these 
equipped, you instantly and effectively remove a 
target from the equation, even the most challenging 
archetypes. After you strike a handful of enemies, 
you can usually run away, and the remaining 


“sane” enemies will be busy fighting their crazed 


former allies — and you can then step in to finish 
off survivors afterwards (fifi). To make things easier 
during the opening stages of the brawl, you can 


parry by constantly holding @®, and simultaneously 
press & to use the blowpipe. The only threat you 
have to pay attention to is firearms, which you can 
easily survive by using human shields. 


« The parry move (hold @) makes you practically 


invincible in many battles, Even ifhe is facing away 


USEFUL COMBAT TACTICS 


from an incoming blow, Kenway will still block 
it. Whenever you fee! completely outnumbered, 
or need to select a new tool fd suit the situation, 
use this to buy a little time as you plan your next 
gambit. You can even move (though slowly) while 
parrying, which enables you ta.reposition Kenway 
to a more advantageous location. The only attacks 
that can break your defensive stance are ranged 
weapons (both grenades and firearm shots), axe 
strikes from Brutes, and very occasional grabs by 
an enemy (which you can counter by tapping @). 


Whenever a grenade is thrown, don't panic and 
feel the need to sprint away. You usually have 
ample time to plan your next move, though it’s 
prudent to abandon an active Kill Streak to be 
safe — a lengthy kill animation can be problematic 
here. As the grenade comes to rest, other enemies 
tend to immediately cease their attacks and retreat, 
resuming direct hostilities only after it explodes. 
This is a feature that you can easily take advantage 
of. As soon as you notice that a grenade has 
been bowled by a Brute, be ready to deflect any 
final blows, then hold the High Profile Button to 
quickly move out of the blast radius and make the 


most of the few seconds of respite that this offers 


.you. This can be invested in pistol headshots 


against the most dangerous foes among your 
opponents (ff) or Blowpipe dart strikes (both 
soporific and stimulant varieties). Alternatively, 
a Smoke Bomb dropped at the precise moment 
that a grenade first lands may freeze all affected 
enemies until the device explodes... 


In emergency situations, don’t forget that 
Smoke Bombs offer an instant reprieve, and 
sufficient time for a handful of easy kills while 
your opponents choke in the cloud. Even against 
a large group of advanced archetypes, a couple 
of Smoke Bombs can be all it takes to emerge 
victorious. 


Once you unlock it in Sequence 11, we strongly 
recommend that you experiment with the Rope 
Dart. Though it takes a little practice to master 
the timing and targeting, pressing @ will cause 
Kenway to pull any opponent to the ground (fi), 
enabling you to perform a finishing move and 
therefore initiate a Kill Streak. You can repeat this 
whenever your Kill Streak is interrupted. 


There are many types of collectibles in Assassin's Creed IV, each leading to very specific rewards. You can study the locations of collectibles in the Charts & 


Collectibles section of the Side Quests chapter: see page 130. 


L 


icon Collectible Tyre. | Notes Reward | BURIED CHESTS : 
| : i j | , T a 
Available in almost every locale | Money (usually anything between 200 to ] | Map Acquisition | Page | Buried Chest Location Page 

Treasure Chests | in the Caribbean, including 300R), and ionall it eee ae | 

2 | uncharted beaches and sandbars. iets “Havana ere ea Havana . 132 
| Often harder to reach than chests, | Git Inagua__| 148 Nassau | 12 

| they are found on rooftops or in _ | Required to complete Abstergo Challenges | !SlaProvidencia | 172 | Long Bay _ a 177 

ve Animus Fragments | trees. They usually require brief. | and unlock cheats, as wellas Emblems and | | Cape Bonavista | 136 | Cape Bonavista 136 

sessions of climbing or free } Titles for the Multiplayer mode. | Petite Caverne | 197 | Tulum 156 

running to obtain. -_— hereinet | Ambergris Key | 207 Misteriosa | 174 
| Treasure Maps | Hea ce on corpses lying es eae chests (see the “Buried |__| Anotto Bay 206 | Principe * 166 | 

— me ests" table) CE isteriosa 174 _| Kingston 178 
Can only be found once you _| “ually 3,000R to 4,000R,, plus |_| Pinos Isle | 160 | Cayman Sound 161 | 

3 ‘nies Chests have the corresponding maps. Pee oe Gesign plans for Jackdaw | Tortuga a | 167 Matanzas 140 
f ae Tan ah eT MP Orates | | | Abaco Island. | 146 [sat lagoon ~ tig 
= uzzles where ieee 1 
Mayan Stones you must align an overlay with ve ae Outfit, which repels enemy | | Corozal een 169 | Ambergris Key cece | 207 
natural elements in the scene. ee | lesa | 182 | diguey 1G 

. } i 

6) Song Sheets | See the separate “Song Sheets” | New songs for the Jackdaw’s crew to sing | ee en mace 1 sand es { 

-entty. | while you sail the Caribbean. 4 en | 153 _| New Bone pie 

+ —= siecle ree (JSS 

| ; Letters that can be read in the Animus SS cage San Juan ~t Gt 
Go Letters | Usually found on beaches. Database and reveal details about the life i ‘Cumberland Bay 165 | Pinos Isle_ _180 z. 

7 of a previous Sage. Mariguana Island we 152 | Andreas Island 145 
| These are found in special we ~ | (Gayman Sound | 161 | Petite Caverne =| 197 

| containers that tend to be more | Excerpts from the mysterious Voynich |_| Kenway's Fleet Cumberland Bay =| 165 

Manuscript Pages . ‘ | a = =| oe 
e piney | heavily guarded than standard aa Kenway’s Fleet | 218 |\slaProvidencia | 172 
chests. ae _ | Kenway’s Fleet Anotto Bay 206 


SONG SHEETS 


Song Sheets (also known as “shanties”) are a 
special kind of collectible. They will begin to float 
away once Kenway moves within a certain range. 
You must time and direct your approach carefully 
to catch them before they disappear, which often 
entails free running over a very specific route. If 
you fail to catch a Song Sheet, note that they will 
respawn in their original position once you move 
away from the area where they appear. If you are 
close to a Fast Travel position (such as a nearby 
Viewpoint), jumping there via the main map can be 
a quick way to reset the collectible. 


Every shanty you collect adds a song to the 
repertoire of the Jackdaw’s crew. To make them sing 
or change song, simply press €. You can make 
them stop singing at any time by tapping ¢. 


There are three special types of online-only events 
that can occur as you roam the Caribbean: social 
chests, royal convoys or white whales. If you 
happen to come close enough to any of them, the 
corresponding icon will appear on your screen, and 
will subsequently be shared with all your friends 
who play Assassin's Creed IV online (who will also 
be able to claim this opportunity). These usually 
lead to significant rewards. 


In addition, online players can attempt to fulfil 
community challenges. These require the 
community of all Assassin’s Creed IV players 
who play online to perform a specific action — for 
example, plunder a ship — a certain amount of 
times. You will be rewarded if the community meets 
the requirement and you contribute enough by 
completing your personal objective. 


Name 


_Avaltability i 


| Running Down To Cuba 


Billy Riley 


Bully nThe Ally 
| Spanish Ladies 


hi Availability | 
‘| Havana’ ‘shanty #1 a7 4| ‘Good Morning Ladies Al All “| Kingston: shanty 4 #1 
“| Havana . Shanty #2 ‘Roll And Go | Kingston: Shant ly #2 | 


“Havana shanty #3 


‘Havana: shanty #4 


PY ‘Hi -ho Come Roll Me Over “Kingston: shanty #3. i. 
j || The Sailboat Malarkey “Kingston: shanty #4 


| The Coasts of High Barbary | 


Havana: shanty #5 ’ | ‘Handy Me Boys _ _ Kingston shanty #5 


Dead Horse 


lena shanty #6 |  Stormalong John i TkKi ngston: : Shanty #6 #6 


| Darby Ram 


| Cape Bonavista - | 


Darby = (Havana: shanty # #7 |} So Early in the Morning 

j Randy Dandy- 0 | Nassau: au: shanty # A - | Whiskey Johnny a i | Great Inagua ue shanty #1 

Leave | Her, Johnny | ~_| Nassau: shanty #2 it || Wild Goc Goose | Great Inagua Hideou ut: shanty #2) 

j Drunken Sailor m | ~ | Nassau: shanty #3 . Fish In sh in The : Sea Salt Key | 
Pay Doyle's Boots ‘— _| Nassau: shanty #4 ‘| Cepian Kidd | Grand Cayman —_—* | 
| Cheerly Man | Nassau: shanty # #5 _| |The 1@ Rio Grande ‘Cat Island —_ | 


a Gees 
| icon 
| 
t 


i 


a ; Social Chests 


pee) 


4R Royal Convoys 


Collectible Type 


= 2 Vaneaee SSS 


- Notes : | 


| These work in the same fashion as standard chests, though they contain greater amounts | 
| of money (1,000-1 AUR): \ 


oot Neen EERE oe — — 


| These function in much the same way as standard convoys, but with better rewards 
| (10,000R). 


{ ——— cn = = pope eS 


| SZ | white wnate 


| You can harpoon these like any other sea animals, Each will yield a White Whale Skin — 
we takes three of these to craft the Whaler Outfit. | 


Feat 


Reward 


| Complete | community ‘challenge #\ 


i) Impoluto Figurehead (Jackdaw Appearance) — 


Complete community ‘challenge #2 


Leouplse community challenge #3 ae 


‘| Black and Red Sails (Jackdaw / Appearance) - _ a 


TP Persian Scimitars (for Kenway) 


vat community challenge #4 #4 
Complete community challenge nge #5 


| Captain’ s Wheelock Pistols (for Kenway) 


Complete cc community ch challenge #6 


Share a social chest 


Destroy three royal convoys — 


_| Explorer “Outfit (for Ke Kenway) a 
Scottish Broadsword (tor Kenway) 


| Governor s Outfit itfit (for Kenway) 


“| Aquila vila Figurehead (Jackdaw | Appearance) ’ 


& ACCUMULATING WEALTH _ 


The following summary offers a simple guide to WW KENWAY’S FLEET: 


the ways in which Kenway can accumulate funds 
to finance major purchases, with links to advice 
in other sections of the guide where applicable. 


RA TREASURE CHESTS: 


Chests offer respectable sums of money, along 
with frequent trade items that are instantly 
turned into additional R. Opening chests 
also increases your total Synchronization 
rating. Certain special chests are considered as 
secret and offer special rewards, such as 
manuscript pages, Chests appear on the in- 
game maps once you've Synchronized the local 
Viewpoint. For uncharted chests, you must 
conquer the local fort to see them displayed 
on the Caribbean map. Finally, note that there 
are yet more chests to collect both in caves and 


shipwrecks (4A¥ & AEF — see page 197). 


WA PLUNDERING SHIPS FOR CARGO: 


Every time you defeat a ship, you can loot the 
merchandise on board (cargo and/or ammo, 
plus occasional sums of reales). You obtain the 
full stock if you take the time to board the ship, 
and only half of it if you sink the ship and loot 
the floating supplies. You can identify in advance 
the merchandise carried in any given ship by 
examining it through the spyglass. While three of 
the five cargo types are kept for Jackdaw upgrades, 
rum and sugar can be sold for a healthy profit. See 
page 238 for a selection of cargo grinding tips. 


TREASURE MAPS: 


Once collected, Treasure Maps lead to dig sites 
where Kenway can find substantial sums of reales 
(usually 3,000R to 4,000R) and, on occasion, 
design plans for Jackdaw upgrades. Earlier in the 
Story, this can partly bankroll expensive Jackdaw 
upgrades that might otherwise only become 
practical investments in later Sequences. It’s also 
a very fun side quest. We cover all Treasure Maps 
and dig sites in our massive Charts & Collectibles 
section: see page 130. 


4 42} 
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You can access the (online-only) Kenway’s 
Fleet metagame from the captain's cabin on 
the Jackdaw, or via a second screen. Turn to 
page 218 for a full guide to this very lucrative 
metagame. 


ATTACKING CONVOYS: 

Convoys are small fleets that you can plunder to 
receive a reward, 2,000R, 3,000R, or 5,000R 
depending on the convoy’s difficulty, You can 
trigger the appearance of a convoy by buying 
information for 200R. at a local tavern. 


NAVAL FORTS: 

There are 10 optional Naval Forts that you can 
conquer in the Caribbean (see page 193). Doing 
so will provide you with welcome rewards: 
1,000R for Level 1/Easy forts, 3,000R for 
Level 2/Medium, and 5,000R Level 3/Hard 
forts. As an additional benefit, capturing a fort 
also reveals all icons in that zone of the in-game 
map (including collectibles in uncharted areas) 
within the region. 


WAREHOUSES: 

There are various plantations and towns 
throughout the Caribbean that feature a 
warehouse (see page 208). You can plunder 


YO) TEMPLAR HUNT REWARDS: 


You can complete four Templar Hunts, with each 
story consisting of four individual missions (see 
page 184). Each mission fulfilled will grant a 
modest sum of reales — leading to a total reward 
of 3,050R for each complete set of four missions. 


ASSASSIN CONTRACT REWARDS: 


You can obtain cash payments for completing each 
Assassin Contract (see page 188). Each contract 
fulfilled leads to a reward of 1,000R, plus an 
additional bonus if you do not trigger open conflict. 


NAVAL CONTRACTS: 


Every time you conquer a fort (see page 193), 
at least one Naval Contract becomes available 
there. Completing these naval missions will lead 
to rewards of 1,200R to 2,400R, depending 
on their difficulty. 


COURIERS: 

Catching these fleet-footed individuals by 
tackling or killing them after a chase leads to 
a nominal financial reward, as well as generous 
quantities of ammo. Given the difficulty of the 
spursuit, this should be regarded as an amusing 
or challenging diversion — not a practical means 
of generating income. 


these whenever they are full by first stealing a (S\ PICKPOCKETING & LOOTING: 


key and then opening the warehouse itself. This 
will net you small-to-medium quantities of all 
types of cargo, plus a monetary bonus if you 
manage to unlock the building without guards 
ringing an alarm bell. With practice, these can 
be a great way fb turn a quick profit. 


SELLING ANIMAL PRODUCTS: 

Hunting and harpooning animals enables 
you to acquire hunting goods that can be 
used to craft upgrades but, with that function 
satisfied, subsequent items can be sold 
directly to general stores and harbormasters. 
See page 248 for details. 


The sum of coins and items you obtain through 
pickpocketing and looting is always nominal: no 
more than a handful of coins. However, as most 
guards relinquish practical items (particularly 
ammunition) when looted, this enables you to 
avoid spending your riches on ammunition (and 
repeated trips to general stores). 


Sk MINIGAMES: 

In most taverns, you will find opportunities 
to play the Fanorona, Morris, or Checkers 
minigames. If you win, you can double a placed 
wager. This cannot be seen as a reliable way to 
grind money, however. See page 255 for details. 


iy 


ECONOMY OVERVIEW 


= 
~ Plunder Warehauses 
F (see page 208) 
Ohitain Cargo 
® 7 
| é 
| Bw ee —sé~Plunder Ships 


Prinder, Convaya 
(see page 252) 


Plunder Shipwrecks & 
Caves 
(see page 194) 


Sie PEAK iat 
TED Sune Nae 


alk 


Buy R from | nid ii! | 


harbormastors or the Sell Carge ta generat 
Capital S palit) Starnes or harbormasiars 


ete 


Buy Equipment trom ; . Conquer Forts 
genera! stores * Obtain Money (sun galt 193} 


; Z .. Sei-Hunting. Goats bh 


Purchase Constructions F fo General Sores at Kenway's Feet 
atthe Great inagua Hideout harbormasters : see page 218) 


rs 


Play Minigames 


See Page 250) 


Hunt Land Animats : Catch Couriers 
(See fuanye es} 2 $66 page 292) 


a habbt 


sue ious : Open Treasure Chests 
CRT ua - 


see page. 130) 
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Complete Assassin 
Contracts 


Seepage 185 


Complete Naval Contracts 
see'page 212) 
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Rad Howler Monkey 


fo 


From Sequence 04 onwards, the Great Inagua hideout becomes Kenway's headquarters. The facility and aesthetic upgrades available for purchase here are money sinks: in terms 
of practical value, investment in the Jackdaw and, later, Kenway’s equipment represent far better use of your accumulated riches. Instead, consider this a late-game project when 
you have a steady income from the Kenway's Fleet metagame and have more money than you can otherwise hope to spend. 


| Harbormaster 
eerie ee 


| General Store aa 
‘Brothel = 
| Campfire 

[Manor - Facade 
| Manor — Tower and Gardens 
enor Gusts 


— Model 


ee 


. - COVE UPGRADES 


Feature Uniocked _——— 
500 | The harbormaster shop is unlocked on the pier. = 
3,500 | The tavern is unlocked onthe pie, 
~~ 700 | The general store is unlocked on the pier. : 
“6,000 | You can hire dancers for free anywhere in the Caribbean. 
7,000 : You can hire drunken pirates for free anywhere in the Caribbean. 
6,000 
18,000 - 
40,000 


SHIP MODELS 


Unlock Condition 4 


pe ae a 


| The Jackdaw 


| Get the Jackdaw, a 


| Nosso Senhor da Compreensao_ 
| The Revenge 

| Queen Anne's Revenge 

‘The Eldorado — 

| Spanish Gunboat 

| Spanish Schooner 

|SpanishBrig 

Spanish ia 


| Take the helm of the “Nosso Senhor da Compreensao”. 
Take the helm of “The Revenge”. 
Take the helm of the “Queen Anne's Revenge”. 
: | Take the helm of "The Eldorado”. 
| Sink a Spanish gunboat. _ 
Sink a Spanish schooner 
| ink a Spanish brig. 
1 ink a Spanish frigate = 


PIECES OF ART OBTAINED VIA KENWAY’S FLEET 


. Name 
Whydah Gally-style Bell 
| Wooden Term Statue of St. Livertin 


Joined Armchair with Cushion 
Harbour Scene at Sunset 


Saint Jérome as Cardinal 
1 English Ship in Action with Barbary 


vessels 


> 


Map of the World : 
V oloncelio a 
Parade Helmet a |’Antique 


| Bracelet 


The Flight into Egypt 
Oboe 


The Burning of the “Royal James” at the | 


Battle of Solebay 
Vanitas Still-life 


Kast Cupboard 


Mission 


4 Barcelona 
Bissau 
Boston 
Brest 
Brest 


Bristol 


Canary Islands 


Canary Islands 


, Cape Town 


Casablanca 
Charleston 
Dakar - 
Galway 


| Galway 


i Gibraltar 


James Town 


j| 


$ 
S 
| Spanish Man o’ War Sink a Spanish man o’ war. es — in ss. 
‘English Gunboat Sink an English gunboat. )MeryGompamya —— 
| English Schooner Sink an English schooner. : | Nymphs By A Fountain London 
‘English Brig Sink an English brig. ; | Scherer's 1700 Globe london 
“ogisnfigae | Sangin nga aoe Hien 
EMEA Nal _| Sink an English man o! war. _ ‘Turkish Copper Field Flask [Marseille 
eens eee ee eae 21) ior Back Monie Video 
| HMS Prince | Sink the “HMS Prince” (see page 217). sectors 
| La Dama Negra 1S nk ‘La Dama Negra’ (see page 216). dar with F our Faces _ New Orleans 
| Brothers in Arms . Si nk the “Brothers in Arms” (see page 217). C OcK New Y = 
Baroque Guitar Oporto 

PIECES OF ART SOLD IN GENERAL STORES: Silver Two-handed Bowl Philadelphia _| 
L.. Name “Price(R) jy, Name; rice (RY [Beaver Pelt — ‘Quebeo 
|Bat-Nosed Figurine _500____ Pectoral Disk 2.100 ‘British Silver Teapot == Quebec 
Deity Figurine aes eee, ereat ‘Tumpet "Rio de Janeiro 
Bi ===—_—— 1,000 | | Seated Zemi Figure 2,400 | [vaneearrivecsal’ cadre, all 
| Earth Monster Relief 1,125 Standard Bearer 2,500 ao mae 
Taino Bust 1,300 Tripod Vessel with Date Glyph 2,650 Bt ae a arn 
Bust ofa Water Deity 1,500 Triptych ~ li 2,700 a Se 
“a with Rtvl Scene 1,750 Vulture Vessel 3,000 SiS STAC gg ee 
| Maize Deity = = 1,900 | i i ; Chalice ae; ‘Veracruz ¥ 


You can play minigames in the Various taverns throughout the Caribbean. They offer a fun way to take a break from the main storyline or the more challenging side 
quests. For each game that you win, you will receive twice the amount of rea/es that you put forward as a wager beforehand. 


FANORONA 


LOCATIONS: 

Beginner: Nassau 
Intermediate: Kingston 
Expert: lle a Vache 


RULES: 

™ Your goal is to capture all of your opponent's 
pieces by moving toward or away from them. 
When a piece is taken, all consecutive pieces 
behind that piece will also be captured. 


« Capturing moves are mandatory. If a capturing 
move is possible after taking pieces, a player can 
keep chaining moves until no further captures are 
possible. 


« |f no capturing move is available, the player can 
move one piece to a neighboring empty slot. 


« |t is forbidden to move a piece to the same slot 
twice in one turn. 


TIPS: 

® The opening you choose is critical, and has long- 
term consequences on each game. There are four 
possible openings: one -vertical, one horizontal, 
and two diagonal. Broadly speaking, the diagonal 
openings lead to close games, where it takes 
time to empty the board of its pieces. Conversely, 
the vertical opening weakens the second line of 
whoever uses it, leading to shorter games. Finally 
the horizontal opening is a balanced compromise. 


= When you capture multiple pieces in one move, 
this has the initial advantage of putting you in 
the lead, but it creates open spaces that your 
opponent might be able to use to counterattack. 


« Sometimes it makes more sense to capture fewer 
pieces, but move your own piece to a safe position 
(inside a diamond rather than on a cross), or to a 
position where it blocks your opponent's potential 
moves. 


™ When you reach the end of a game, try to move 
your remaining pieces towards the center of the 
board. In the center, you have far more tactical 
options than on a border or, worse, in a corner. 


= To win a game, it can be useful to sacrifice one 
of your own pieces to force your opponent's 
pieces towards the outer edge of the board (via an 
“away” capture), enabling you to corner them. 


SIX/NINE/TWELVE 


MEN'S MORRIS _ 


LOCATIONS: 


Beginner: Crooked Island, Arroyos 
Intermediate: Andreas Island, Salt Key Bank, Corozal 
Expert: Kingston 


RULES: 
« Your goal is to leave the opponent with less than 
three pieces or block all possible moves. 


«= Form “mills” to capture enemy pieces. A mill is 
formed when three of your pieces are placed in a 
straight line. Forming a mill enables you to take 
an enemy piece of your choice that is not already 
part of a mill. 


= In the Placement Phase, players place their 
pieces one after the other in any empty slot en 
the board. During the Movement Phase, players 
take turn moving their pieces to a neighboring 
empty stot. When a player is left with only three 
pieces (Flying Phase), he or she can move them 
to any empty slot on the board. 


TIPS: 
= Try to put your pieces on intersections, as this is 
where you will have the most tactical options. 


™ Once you have secured an intersection, work your 
way towards opening two possible mills at the 
same time. Your opponent will only be able to 
block one, enabling you to create the mill in the 
other position. 


CHECKERS 


LOCATIONS: 

Beginner: Havana 

Intermediate: Great Inagua Hideout (tavern renovated) 
Expert: Grand Cayman 


RULES: 

= Your goal is to capture all of your opponent's 
pieces or block all his possible moves. You can 
capture opposing pieces by jumping over them 
into an empty space. 


™ Pieces can only move diagonally on black 
squares, in the direction of the opponent's side 
of the board. Capturing moves are mandatory. 
lf a capturing move is possible after taking an 
opposing piece, the player must keep chaining 
moves until no further captures are possible. A 
piece that reaches the line furthest from the player 
becomes a king. A king can move diagonally 
forward and backward, making it an extremely 
powerful piece. 


TIPS: 

uA key checkers technique is understanding 
that you can force your opponent to perform 
certain moves by sacrificing your own pieces, 
as capturing moves are mandatory. Though this 
can seemingly put you at a disadvantage, forward 
planning and manipulation of your opponent can 

enable you to control a game. 


« Pieces on the edge and corners of the 
board have a very limited range of possible 
movements. In most cases, it is therefore better 
to occupy squares in a more central position, 


of the board. 


« Never be afraid to sacrifice your pieces. All that 
matters is that you end up in a stronger position 
later in the game. For instance, sacrificing two 
pieces to have a chance to capture one, but obtain 
aking, is worthwhile in most instances, as a one- 

piece deficit is easily overcome by the tactical 

opportunities offered by a king. 


and to try to trap your opponent on the outside 


No 


Gry 


‘MOVES OVERVIEW _ 


BASIC MOVES & FUNCTIONS 


| Move | __ Xbox 360 & Xbox One | 22... PS3 =a ml PS4 ee wii U i. ‘Standardized 1 Term ee 
| Walk/Move “Hold @ “Hold @ | Hold @ Hold @® Hold 
| Fast Walk | Hold B+ @ Hold @ + ® Hold @ + ® ___| Hold @ + © | Hold @+ 
7 e 1 cea “Scr ys ane apc mee nom 
Look/Control Camera _|@ _ {|e 8 a Ea eo 
Rur/Free Run Hold@® + | Hold @& + Hold @® + Hold @ + G® | Hold @ + High Pre Profile Button 
+ ~ + peas ee = _— — = 
| | Hold @ + High Profile 
Manual Jump/Leap of Faith ' Hold e +G-+O Hold e +@+® Hold @® + @ + ® | Hold @ + G+ © I Button + @ 
t -_ { Hold High Profile Button, 
Jump Up Hold @, press and release @ | Hold @, press and release @ | Hold (2, press and release salbl | Hold @®, press and release al _ press and release eo 
L | fi —_ es ou 
| Breaking A Fall (Forward Roll) | Hold @® forward Hold @ forward = Hold forward Told Biowad Hold @ forward | 
| Stealth Assassinations / rx) —— ® ’ | is) ; wo) J —_ 
: High Profile Assassinations ———_| Hold @ + Oo /Hold @) + @ _| Hold 2) + r) —s | Hold @ wai —aie. 4 Hold High Profile Button + eo 
-_ ai | a Hold Manual Aim Button, 
| See Aiming "Hold IB, aim with @ | Hold CD, aim with Hold ©, aim with Hold @, aim with @ | aim with @ 
mot ve ais ee ite cites — eee ay : aieavaattten a —o 
Fire (While in Free Aiming mode) ‘a @ = @ coy - | High Profile Button ~ : 
Synchronize (on Viewpoint) ic O- © ~ gl —_ cK _ | 
Eagle Sense | sir (Toggle On/Off) 3) (Toggle On/Off) ary (Toggle Ono) ar (Toggle an/ot) wT (Togole onvorh _ _ 
’ : Bio, ee — 
ert 0 sO Oe a © E 
Whistle (while in a hiding place, © ® 
Stalking Zone, or behind a corner) : i: nb — " | 
Loot/Pickpocket Hold @ i Hold @ 
Pick Up/Drop Body or Weapon o_ Ts Se _@® oo. «apa 
Use Tool | ’ : =: |@ : 
Quick Inventory oO i, on op. — : Oo ——- Ti ee... 
Doles Hold GE hoa Hot a vod 


CUMING ola LEAPING 


Xbox 360 & Xbox One PS4 . Wil U | Standardized Term : 
4 
Start Climbing Hold @® + Gi Hold @ + @ Hold @® + | Hold ® + @ | a + HOt Ree 
bs rs 2 eae " — —— 
Climb @ a . |@ e = | 
Climb Ladder/Switch Side . |e — 8 ——— | |B : os 8 
Look Down From Raised Surface | Hold @ forward Hold @ forward. s | Hold @® forward — aE Hold ry forward onl | Hold © forward forward 
Ledge Drop/Beam Drop _ Hold @, press @ Hold @®, press © Hold — © i Hold 48, press On - “Hold @, press oc. 4 
Drop/Let Go ee __|® \e —————— 
Catch Back | Hold @ towards surface —_| Hold @ towards surface Hold @® towards surface Hold ® towards surface Hold e towards surface i 
Beam Shimmy = or = a eee le - gl = 
Vault/Drop Hold ++ O Hold @ + &) + = Ve @+2+® | Hold @ + @® + Us ‘tod © + Hh Profile 
ie Eject Release €, hold GH, press @ | Release @, hold (Rd, press & | tae @, hold ®2, press @ | Release @, hold @®, press ® Bien @. hold High Profile 
_ | Z utton, press @ 4 
Side Eject Hold &, tilt @ left/right, Hold (Dd, tilt @ left/right, Hold @2), tilt @ left/right, | Hold @®, tilt @ left/right, Hold High Profile Button, 
press @ press @® press ®) | press @) tilt @ left/right, press @ 
- 1 a ee 
Wall Bun Hold @, tilt @ in required Hold ®D, tilt @ in required | Hold 2), tilt @ in required Hold @®, tiit @in required | Hold High Profile Button, 
{direction direction {direction | direction . Bh. in required direction 
Back Eject/Side Eject While Wall | Hold Gi, tilt @ in required Hold ®9, tilt @ in required | Hold @2), tilt @ in required | Hold @®, tilt @ in required | Hold High Profile Button, tilt @ 
Running a direction, press @ ae ms direction, ‘press @ _ ~ a ‘ direction, press ® a! direction, press © ee {in in required direction, press@ 
Swing On Pte i @, push @ Hold (8D, push ® Hold @), push @ Feo push @ ee pee Profle Button, 
tii OnPole ==, @® backwards |e backwards —_ mn le backwards | @ backwards a2 @ backwards — 
| Leap Of F Ot Faith OHH OO + WHO @+ + ® (8 +Q@+O@  —__ | B + High Profile Button + e 
: CAMERA & INTERFACE 
ie Move Xbox 360&XboxOne | = PSS; PS a WII U | Standardized Term 
Center Camera/Switch Shoulder = | na a 
Lees Aiming) TE = ee a = 
[Display Map 2 (Xbox 360) @ Xbox One) GED sin on Click Touchpad | GELECT) “Map Button 
[Pause Menu _\° (Xbox 360) & (Xbox One) = So Options Button | (START | Pause ause Button = 


Move |__ Xbox 360 & Xbox One PS3 WiU ~ | Standardized Term 
Attack _|o : ee YD t- * as a 
Combo | @, repeat in sequence o, repeat in sequence ®), repeat in sequence @, repeat insequence 
| Tool/Ranged Weapon il ry) - i) i) Re coer toe 
Break Defense © | 
Parry/Block Hold @ 


Counter 


1 ——————$——— ogo a a Ded ee ee 
Counter Kill After initiating a counter, After initiating a counter, _| After initiating a counter, After initiating a counter, 
ee ae {press © ___ jpress@ press @ pess@ 
After initiating a counter, After initiating a counter, After initiating a counter, After initiating a counter, 
Counter Throw 
press @ press © - press © pes@®@ 
; After initiating a counter After initiating a counter, After initiating a counter, After initiatin a counter 
Special Counter 4 : \ g : g : 
c ‘ press @ press @ : press @ press ® press @ eed 


After initiating a counter, 7 
press & ea 


As an enemy grabs you, 


After initiating a counter, 
press @ 


As an enemy grabs you, 


Counter Disarm 


After initiating a counter, 


After initiating a counter, 
press ©) 


After initiating a counter, 
press @ 


Counter Grab aan | Eo. grabs you, _ ie pa grabs you, ee a grabs you, 
_« Raton 
Escape Fight Hold @ + @& Hold @ + &D Hold ® + Hold @ + @&® Se + High Profile 
Tackle | Hold @ + Wf, press © an @ + ®), press © Hold @ + ®, press © Hold @ + @® press @ id ee 


Standardized Term 


<e 


1 EGEND 


Move, Xbox360&XboxOne PSB 
a a a 
Swim Faster Hold @ + @ Hold @ + Hold @® + Hold @ + @ ted + High Profile 

| Stealth Swim Hold © (+ @) Hold © (+ @) Hold © (+ @) _| Hold @ (+ @) Hold @ (+ @) 
Lunge Up 
ise) eo jf , 4 
Climb Out Of Water | @ + & @+ @+ _ | @+ @® ___ | @ + High Profile Button 
‘ NAVAL CONTROLS 
7 a — a ae — vert 
le Move | mati Xbox 360 & Xbox One PS3 q > _ Standardized Term 
Steer e = a ; —_ _ | 
Control Camera / ee 
Align Targeting Lines —— NITIES 
Use Spyglass Reload Button . 
Zoom With Spyglass; @® a” ii 
Aim Cannon Hold _ __--~a 
| Fire Cannon i * _ 7 High Profile Button 
& (with the camera looking (with the camera looking | ® (with the camera looking | @® (with the camera looking | High Profile Button (with the | 
pa to either side) | to-itherside) tocitherside) = toeetherside) | camera looking to either side) | 
om ‘ i (with the camera looking (with the camera looking (with the camera looking | @® (with the camera looking | High Profile Button (with 
Chain Shot forwards) forwards) forwards) forwards) ___| the camera looking forwards) | @ 
a a 7. 2 ee eee a ae ___ | High Profile Button 
Ne Barros G (with the camera looking | ®D (with the camera looking (with the camera looking | @® (with the camera looking uth the camera looking 
Fire Barrels backwards) backwards) backwards) backwards) backwards) 
or i nee ee RO heen No ee y mmm Reh ae 
Hold 4&3, aim with @, fire | Hold ©, aim with @, fire Hold G9, aim with @, fire | Hold @), aim with ®, fire Hold Reload Button, aim with 
Mortar with & with with @ jwith@® | @ fire with High Profile Button 
Brace my Hold @ | Hold © en na il Sauurenevama 
oa Hold @, release when the Hold @, release when the © | Hold @, release when the © | Hold @, release when the | Hold @, release when the | 
sree reticle is aligned | reticle is aligned __| reticle is aligned _ __| feticle is aligned mia aligned J 
SlowDown = | OO (en cc 
Speed Up y = : © = = {8 __ : a 
Change Shanty a Re _- —— 
| Stop Shanties = +) —_ — mite — _ 7 
Take/Release Wheel Hold @ Hold @ ma 


The following tables offer a range of prompts and tips to help readers obtain a full hau! of Achievements and Trophies. Where extended guidance is required or might prove useful, 
we've also supplied page references to relevant information elsewhere in the guide. re 


MAIN STORY MILESTONES 


leon | Name © __ Trophy Unlock Condition 
i am | Heroes Aren't Born 10 Bronze Complete Sequence 01. 
io] Good While be 20 Bronze Complete Sequence 02. 
jo} A Pirate's me i Me 20 a Bronze eomlele seanenees 
| | No Aoooges : 20 Bronze carole Sequence 04. 
| oO Death Of A Sasa 20 Silver Complete Sequence 06. 
| Mixing Up The Medicines 20 | Silver Garni Sones 06. 
o The a Hammer Falls : 20 Silver Complete Sequence 07. 
io] Adit as 20 | Si - come Sequence 08. | 
(oe 2 | she | come Sones 02, | 
| lf My Elusive Fortune 20 Silver Complete Sequence 10. 
Bo Been Down So Long, ’ 20 : Silver Eomcines Sequence 11. 
| st Like Stating Over P t : 0 | Sitver < | I campee Serena 4 | 
| Saw That One Coming... , 50 Gold > concise seawinet 3 
a AS se 20 Bronze Barnes Present 02. - 


| Getting Weird eS ae | 20 Bronze Complete Present 03. 


ee | 20 Bronze | Complete Present 04. 
wW “its All Good 20 Bronze Complete Present 05. 


——— ee a oe SS — an Sane — - ros el 


ok QUESTS & canons aECON FES i 
a: Name © " Trophy | - — Unlock Condition 


"Complete all main story Memories with a 100% Synchronization rating. Use the Walkthrough chapter for any mission where you “ 


5 Upedises - | a L ADD. _ Struggle. to complete the Optional Objectives. You can find a checklist of all Memories overleaf. nn 
| a } pare 10 Bronze | Find ail collectibles and complete all side eo in one location. See page 130. 
Bera; Vault tRalder ’ 30 Bronze Rea 16 Mayan Sones and nick te the secret dor in Tu. Seepage 190. ~~ 
= Pai Killer ~ i ‘iid oe “Harpoon ile Wha See page 6248, - - » : . 
x| “yep A Brother Out : 0 Brome : | complete a Templar Hunt. See page 184. ; , 
By): Sea Legs : ’ 30 | Bronze Conielsall Naval Contracts, § See page 212, 7 
FEI sooormtecoste | 30 Sher Conqural1 fr. Seepage 198, 
B | Erle Of The an | 30 | Complete 2¢ 25 Abst Challenges. See pag page 222. » 
| = as 10 7 ; “Grafh Hur Hunter Outfit. This requires Red 2 Hower Monkey Skinxt a x1 and White te Jaguar heme xt. Seepage 249, - | | 
ue eee eee Z eee Sr ee | 
. E HEUsiness And Pleasure 20 | Bronze | ean a 4 total of 5, 00R by completing missions in in Kenway's S Fleet. See page 218. | 
BE Devil Of The Caribbean 40 Silver | be os el Legendary Ships. ea ane 216. i -_ i. <a Be ae 
PR esioye a0 | ier Buyal daca upraes. See page286, a | 
Pp "sever Deadly a | Pet ee all 10 underwater shipwrecks See page 197. ~ ’ ; — 7 SW 
fi sary |S con iitovens Seepage 180 | 
| # | FTFY | 10 sire | Buy alteeat join hideout oe, See page 16 254, - SS | 
q 7 ae _ mile on | biome ae ae locati tions in the game. This refers to the locat tions represent ted by an icon on the in- -game map. See our | map directory 
[rs Ghost n The Machine 40 | Bronze | Hack 1 > DIEUerS | int he preset da sh See se page220, a - a a 
iol Sharing Is cag | 10 | ae | Soa type of sane sharing event to friends er » _ = _ —_— 
BB pxiavalo —_ 4 0 i arora” us Finda sige Bed Chest. See =a 130. ’ _ 


eRe? FEATS. 


Fr io 7 - ~~ - ye . a a, ae ie eee . = _ 
‘Icon | Name | © | Trophy | _ _ Unlock Condition ae ie a ‘g 
i | ' Hungover 10 Bronze | Drikk 10 glasses of rum in a row in a tavern by interacting with the bottle. It’s usually found on the right-hand side of the bar. 
ie E a ™ reed} = Pal fetes eer ul 
Peiience. Fool! (aes Beane rr lia 2 guard as he stands ‘poised (or just begins) to ring an alarm bell. This is ‘easy ti to accomplish if you visit any 
i | 2a _, az _____| Warehouse location (Cat Island in particular), = | 
| ireecvan in) aed Swim for a total of 3km. This is a late-game accomplishment, though: you should unlock it in the process of visiting all | 
a __|_______| marked locations on the ( Caribbean map. oo : at et ae Ss 
a Life | 30 | Bronze | Plunder 30 ships. Dedicated pirates may obtain this as early as Guide 04, 
f Peraocodder | 5 | Bronze | al a total of 500 crew members. This is a : cumulative figure that presumes a fair number of boarding actions, so it 
<== i a rah 2 lI pop up much later than “Thug Life”. 2s BO 8 8) arses i =o | 
* : { | | Complete a full boarding on a brig, a frigat @ or aman o’ war without losing any crew members. This is easiest during an | 
| Mp All Aboard! | 30 Bronze _ | attack on a brig: if you use your five swivel gun shots wisely, aiming for powder reserves, you can kill the specified 10 
I eet LENE SA lors before your crew set foot on board. If you are short by a man or two, use pistol fire, 7 | 
%, ‘ | | Use dancers to distract Gunners aiming at pirate prisoners during any random “save pirates” event. You can find j 
| persone __.! z wis Biome x | appropriate | locations in Havana, Kingston and, from Sequence 07, Nassauu 
| | Kill four enemies in quick succession using pist tols. This requires that you craft all available Pistol Holsters (see p page 249). | 
| ; Wild West Indies i: 20 | Bronze | Attack a group of enemies composed of basic soldiers only, and simply kill four of them in a row with pistol shots. | 
| | | 
| 


| Havana features many suitable locations to achieve this feat. _ 


| 
SS ene -t+-— —————--—+. ——— 


L | Roped In 10 | Bronze Pe Perform five air assassinations from a swinging iORe This can be achieved during boatciny lee 


: | Prizes, Plunder, and. 
rq || Adventure! 


Platinum ce dM y Foy 33 a PS4 only). 


‘MULTIPLAYER: 


| eH Perso 2000 Of Tricks | 10 | oe j Finish a game session wit an LS a8) that you 5 customized. See page a 

| fa Master Of The tes : 10 | alte ee wolipack S ey) He See ELS oe 
ae —— “I oe aaa + or a pn A SRI LIOTTA CIE ALLL GLI ~ ~~~ < | 

12 Se il ; 10 Bronze (oe oli lls a public caine bab game session. ah page 268, | 

id) All Rounder 1 al, Bronze _| Play on every game mode, and use ey AbIIty = ange Weapon once. Sad pce 279. 

| 

| 


: | 

i nt are te - 23% 

| Committed To The Cae | 30 4 “Siver_ "Tc Level Heo Ba Eva . | 
oe a : =a 2 ae a ne — : eee eee eee epee 


MISSION CHECKLISTS 


es ae = a 


TEMPLAR HUNTS (PAGE 184) 


Mission, Reward (R) Final Reward 
360 
“500 


01: Opia Apito 700 


1,500 
350 
500 
700 


1,500 


02: Rhona Dinsmore 


Templar Armor (by opening the locked cage in the 
Great Inagua manor). 


03: Anto 
LE) er 
i 350 
| 500 
04: Vance Travers 700. 
1,500 | 


Kingston — Contract 02 
Kingston — Contract 03 
Kingston — Contract 04 | , 
Kingston — Contract 05 
Kingston — Contract 06 
Havana — Contract 07 
Havana — Contract 08 
Havana — Contract 09 
Havana — Contract 10 


Havana — Contract 11 
Havana — Contract 12 
Nassau — Contract 13 


Nassau — Contract 14 


Name | = Reward ; : : - 
Kingston — Contract 01, 
Arroyos — Contract 15 Each contract fulfilled will pay you 1,000R,, plus an additional bonus if you do not 


Arroyos — Contract 16 ’ trigger open conflict. 


New Bone — Contract 17 
Corozal—Contracti8 
Crooked Island—Contracti9 | 
Crooked Island — Contract 20 
Grand Cayman — Contract 21 


New Bone — Contract 22 


= 


lle a Vache — Contract 23 
lle a Vache — Contract 24 


Andreas Island — Contract 25 . 


Salt Key Bank — Contract 26 
Andreas Istand — Contract 27 
Salt Key Bank—Contract28 


Grand Cayman — Contract 29 
Corozal — Contract 30 _ 


Le \ — FORTS (PAGE 193) 


——~, init! —— Reward (R) vane Rewards | 
Fort Punta Guarico 1,000 
Fort Dry Tortuga tt) 7 
Fort Eleuthera sae eons 1,000 
Fort Gibara 1,000 


Various chests containing money, cargo 
or ammo for the Jackdaw, including 
high-yield ones, and containers with 


Castillo de Jagua 


Fort Conttoyor mi ; — 3,000 


Fort Cabo de Cruz 
Fort Navassa 


design plans for Jackdaw upgrades. 


Fort Charlotte el = 5,000 
FortChinchorro = 5,000 
Fort Serranilia _ | s«S000 


Collectible Type 


COLLECTIBLES (PAGE 130} 


Reward 


Treasure Chests 


Money (usually anything between 200R to 300R), and occasionally ammo. | 


Vaan Fragments 


Required to complete Abstergo Challenges and unlock cheats, as well as Emblems and Titles for the Multiplayer mode. : | 


Treasure Maps Lead to Buried Chests. 


t 


Buried Chests 


Mayan Stones The Mayan Outfit. 


3,000 to 4,000R, plus occasional design plans for Jackdaw upgrades. 


so oS Ee ne Fo ee 
: Spee eee ee 


VYLUHRLBISE 


Song Sheets Songs for the Jackdaw’s crew. 
erent 
Letters Letters that can be read in the Animus Database and reveal details about the Jife of a previous Sage. 
Manuscript Pages Excerpts from the mysterious Voynich Manuscript. 
Viewpoints Synchronizing Viewpoints unfogs the map in the corresponding area. 
[ee 2 el 


.@\ NAVAL L CONTRACTS (PAGE 212) 


Name Reward (R) 1 Final Reward 
| Naval Contract 01 1,800 
Naval Contract 02 | __ 1,800 
Naval Contract 03 1,200 
| Naval Contract 04 a 1,800 
|NavalContractO5- | 200 
Naval Contract 06 - Sle 2 00s 
Naval ContractO7 | _ 2,400 
| Naval Contract08_ ____ 1,800 Golden Flintlock Pistols 
Naval Contract 09 2,400 
Naval Contract 10 2,400 
| Naval Contract 11 2,400 | 
| Naval Contract 12 2,400 
Naval Contract 13 1,200 \ 
| Naval Contract 14 2,400 
Naval Contract 15 1,800 | 
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a Rewards 
Sig = —~ | 

Nassau | 

Kingston 

Long Bay 


Great Inagua ; 
peat aga Finding all taverns unlocks an Achievement/ 


Arroyos : ; 
Trophy and gives you access to all possible 
Salt Key Bank minigame partners. 
Crooked Island 


Grand Cayman : 
Andreas Island 


Corozal. 
lle a Vache 


J —s == 


Ei PAu sie Mes 216) 


~ Rewards: 
El Impoluto 


You receive 20,000R upon defeating each 


Au 2) ship. Sinking all four unlocks the Devil Of The = Multiplayer mode, 
ads Prince | Caribbean Achievernent/Trophy. ce oY 
The Brothers-In-Arms | Simulation es 


WN URDERWATED SAP HEGRA & CAVES (PAGE ae 


Reward 


La Concepcion Shipwreck 
The Blue fiole 
San ignacio Wreck 


Antocha Shipwreck 
The Black Trench 

Petite Caverne 
Jiguey 

Ambergris Key 

San Juan 


Various chests containing money, cargo or 

ammo for the Jackdaw, including high-yield 

ones, and containers with design plans for 
Jackdaw upgrades. 


Anotto Bay 


Reward 
Cat {sland 
Matanzas 
New Bone 
Tortuga 
Nassau 
Havana 
Kingston North 
Kingston South 


Plundering these will net you variable quantities 
| of cargo, as well as a monetary bonus if you 
unlock the warehouse building without a guard 
ringing an alarm bell. 


FA ABSTERGO CHALLENGES (PAGE 222} 
cia 7 4 Reward : . a 


Assassin 
Pirate f ; 
Explorer Completing Abstergo Challenges incrementally 
; unlocks cheats (see page 303), as well 
as Emblems, Portraits and Titles for the 


he 


“y 


OUTFIT. 
CRAFTING 
COMBAT TAL 
COLLECTIBLES 


3! 


CTICS 
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With a wide range of features, game types and maps, the Assassin’s Creed IV 
multiplayer mode may seem a little daunting to a first-time player. In this chapter, 
we provide a wealth of explanations, insights and techniques that will help you to 
play at a competitive level from the get-go. 


wy 


QUICKSTART 
THE STAY SU PAR 
PRIMER 

Wal KTHROUGH 


SIDE QUESTS: 


REFERENCES 
ANALYSIS 


EXTRAS 
wa? LEENA 


INDEX 


GAME PRINCIPLES 

The Assassin's Creed IV multiplayer mode is a very 
different experience than the single-player adventure. 
The focus here is on free running, social stealth and 
assassinations, with a simplified combat engine. 
Instead of open brawls, you will acquire and use a 
range of unlockable skills to improve your ability to 
hunt and kill targets, or to evade aggressors. 


Once a multiplayer session has been launched, your 
character will appear somewhere on the chosen map. 
You will notice that all citizens around you resemble 
one of the many playable characters, or “skins”. In 


INS 


You can cycle through the various tabs of the main 
menu with the indicated shoulder buttons of your 
controller. 


Progression: Used to check your progression in 
the game, as wel! as statistics and ladders. 


Customization: This is where you can prepare 
yourself before each game session. Select this menu 
to edit your Ability Sets (see page 278), change 
your character's appearance and animations, and 
set up your player profile (emblems, pictures, titles, 
and so forth). 


Home: This is the menu that enables you to play 
games. You will find a description of all game 
modes on page 282. 


Abstergo Network: This tab covers all of the 
interactions you may have with Friends. 


Options and Data: This provides access to the 
Animus Database, where you will find information 
on all manner of topics. You can also modify 
game options and read news updates. Finally, your 
Personal Folder is where you can view story-related 
Abstergo Files that you will unlock as you progress 
in the game. 


most Game Modes, some will look identical to you. 
All you know at first is that other human players are 
out there, hiding among the crowds, and you will be 
assigned a contract to kill one of them. 


The most important thing to understand about the 
Assassin's Creed lV multiplayer mode is that winners 
are determined based on points, not kills. While 
a high kill count is certainly an accomplishment, 
performing well in each match is a matter of how 
you execute your assassinations — not your final 
body count. With special bonuses acknowledging 


worthy feats, there is a definite onus on playing the 
mode in the way its creators intended. 


Yoti will regularly find yourself cast in the dual 
role of hunter and prey. As you walk the streets in 
search of your contract, other players are likely to 
be tracking you. Naturally, stealth is of paramount 
importance. A covert approach can be employed 
to evade the attention of your victims and potential 
executors, but you must always be ready to adapt 
your tactics and flee or hide if a rival assigned to kill 
you is closing in fast. 


BAEK TO SINGLE PLAYER MOL 


nih CRE ET 


BOMB 
eager 


> Players List: 


«= Press the required button to display a list of players in the current 
session, as well as their scores. The list will disappear after a few 
seconds. 


Player Data: 

* This shows your current rank and score, as well as the time remaining. 
Victory is handed to the player with the most points at the end of the 
round. 


® You will also find information specific to your game mode here, such 
as team Scores. 


Assassinate/Stun Button and Lock Button Icons: 
= A contextual button prompt that appears above a character's head 
indicates when a kill or stun can be performed by pressing @. 


™ You can also lock on ({¥) to a target by pressing the Lock Button. 
The lock lasts while your target is in your line of sight, or until 
manually disabled. It will break if you lose sight of the target for more 
than a few seconds. 


Abilities: 


! ~~ Icons in these slots show which Abilities are currently available to you. 


= Abilities in Cooldown (that is, recharging after use) are replaced by a 
timer until available. 


Compass: 


® « The primary function of this directional indicator is to show the 


approximate position of your target. The width of the “fill” arc 
increases aS you approach your target, becoming a full disc when 
you are in close proximity. It will turn bright blue whenever your 
target is in sight. 


= There is no Compass in Deathmatch and Domination modes. 


| Target Data: 
* This portrait shows the skin of the character you must kill. Beware 


of lookalikes and disguises. It will take a little while to become 
acquainted with all characters, but you'll soon gain the ability to 
recognize your target with a brief glance at his or her picture. 


« The portrait is greyed out when your target is not in your line of sight. 
Itturns blue the moment your target enters your field of vision — which 
means that your victim can see you as well. The display zooms in on 
the portrait when you are close to your target, and the portrait itself 
reacts to the heartbeats that can be heard — a clear cue that you are 
almost within assassination range of your target. 


= The Approach Meter illustrates your level of discretion and directly 
affects your kill bonus. The more careful the approach, the greater 
the bonus. Subtle, Low Profile actions (such as walking or hiding) 
gradually fill up the Approach Meter. Conversely, performing High 
Profile actions (such as running) will cause your Approach Meter 
to drain. 


CONTROLS | 


As Xbox 360, Xbox One, PS3, PS4, Wii U and PC players own different contro! devi 


ces, we use the standardized terms presented in the table below to refer to each 


button in many areas of the guide. These should be easy to recognize, but you can refer back here if you need to refresh your memory at any point. 


SUMMARY 
e e@ @ ‘@ | Basic Moverent 
e ’ le — | e — @ ’ Camera Cont rol 
——_——— ee —————— zo a = - — 
© i) | eS (by J Taunt; switch Targets | in Team modes; select Ability Set | 
————— a aa a a ee. Se = ae 
® | ® | ® "Fast Walk 
'-+----—- + ——— —— ee — a _ — er 
(B) |© | @ im 9) | Shove (High Profile mode only); drop from a ledge; vault over . 
L | | | il obstacles | 
eo. @ “0 ® »» @ | | Assassinate; Stun | 
~ — a an I  — = -_ ag 
ny) my) | ® im’) | Use Abilit tyainangsd ivezpon oi to am) | 
BD (PS3 @ | Lock Button | Lock Target | 
| |B (Ps | | | | 
aaa 7 a i 
@ | RD (PS3 | @® High Profile Button | High Profile Mode | 
(PS4 | 
| | ( (Ps3 Ability 1 Button | Use Ability 1 (hold to aim with abilities thats can ibe thrown). 
| GPs | : 
fa | @ (PS3) ® “Ability 2 Button | Use Ability 2 (hold to to-aim wit with abilities that can be thrown) | 
| (P54) | | 
| ae a = —— ——— = oe : — 
| iP | | <P <r Center Camera | 
ina a - ; --- ap - a ne - RT — 
© (Xbox 360) | GTARD (PS3) (START) = | Pause Menu 
| © (Xbox One) Options Button (PS4) | | 
{ i eal = = ——— —_ én: a == 
j | &D (Xbox 360) | CT) (PS3) : ee extra information, such as the Players List and scores 
@ (Xbox One) ) mech (PS4) 


To avoid confusion and over-lengthy lists of buttons and keys throughout this guide, we reference console button commands only. if you don’t already own one, we can't overstate 
the difference that a good twin-stick joypad will make. Any brand of wired Xbdx 360 controller will suffice, and they're now widely supported by PC game developers. 


Control Notes: 


« The Fast Walk command (hold @) enables you to increase your movement 
speed by a barely perceptible degree, which can be invaluable for closing the 
gap on a victim, or pulling away from a would-be aggressor. This incurs no 
Approach Meter penalties, but experienced players can identify you when you 
change pace. 


« [f you are forced to flee, @ can be held to barge past civilians in your path as 


i 


you run. 


® While walking through crowds, you will notice 
that the Assassinate/Stun button icon can 
appear above any civilian when you face them 
in close proximity. Killing innocents leads to the 
loss of your contract, so this is where the Lock 
function comes in useful. Press Lock when your 
suspected target is in your immediate sight, or 
hold to aim and release to Lock the target from a 
distance. A white padlock will then appear over 
your target's head (y). The advantage of the 
Lock function is that the Assassinate icon only 
appears for this individual, meaning that you 
cannot accidentally strike an innocent. The Lock 
will break if you lose sight of a target for more 
than a few seconds. 


« [fan enemy makes a High Profile move while in plain sight, an icon will appear 
over their heads to enable you to focus your attention with ease. 


« When running away from an enemy, press @ or @ to vault (rather than jump) 
over small obstacles, or to quickly drop from a rooftop (fi). This might 
surprise your pursuer, who will usually expect you to perform a jump, whereas 
this move can make you suddenly disappear from their line of sight. 


ACQUIRE 


LT 


LINE OF SIGE 


Line of sight is one of the key concepts in the Assassin's Creed 
lV multiplayer mode. The principle is simple: whenever there are 
no obstacles between you and your target, you are within each 
other's line of sight. This is reflected on the onscreen display 
by the fact that your target’s portrait changes color. It is grayed 


out initially, and turns bright blue when you enter each other's 
line of sight. 


Whether or not you actually see your target is irrelevant. You could 
be facing away from each other, and the portrait will nevertheless 
turn blue (ff). Conversely, you will often experience instances 
where you can physically see a target on your screen, but the 
portrait will remain grayed out if there is a wall breaking the line of 
sight between you and your quarry (fiz). 


The most important implication of this concept is that it governs 
the pace of the game and how you should behave. 


= As long as you are not in your target's line of sight, you 
can use High Profile moves and rush towards your target, 
sprinting or free running at will. 


The moment you enter their line of sight (as indicated by the 
portrait’s blue color), however, you need to slow down and 
switch to Low Profile — walking and blending being your best 
options. Any High Profile action you perform from this point 
forward will not only deplete your Approach Meier, but also 
send a signal of your presence to your opponent —a red icon 
(W) appearing on their screen to show them your position. 


it will usually take you mere seconds to locate and reach your 
target while sprinting. This means that, as a general rule, you 
should spend most of your time in the game in Low Profile. As 
soon as the portrait on your screen turns blue, this is your cue to 
release the High Profile Button and behave in the same manner 
as the bystanders around you. With experience, and plenty of 
game time on individual maps, you'll eventually gain the ability 
to regularly anticipate these transitions and adopt your preferred 
subterfuge just before the portrait changes. 


Achase usually begins when a target spots an incoming pursuer. 


= Pursuer: Once you are revealed, it's often a good idea to 
start free running and ascend to higher ground. Not only 
will your target have to work harder to hide, but you'll also 
increase the effective range of assassination through free 
running tackles and aerial kills. You could also try to use 
shortcuts whenever you have a good idea of where your 
target intends to run next (fZ), or employ relevant Abilities 
at your disposal. As exhilarating as a chase can be, note that 
protracted pursuits will waste valuable match time. 


Target: When you are made aware that an assailant |s 
closing in to assassinate you, your best option is often to 
escape. Use Chase Breakers to gain distance (fi). Even 
if a pursuer is hot on your heels, hope remains right up 
until they hit the Assassinate button. With a little luck, good 
reflexes or tactical sense (if you lure them to a hiding place, 
for example), you can strike them with your character’s stun 
move. This will incapacitate them for a few seconds and 
earn you extra points. 


HIDING PLACES 


Carts filled with hay (or leaves or hides), bushes and straw piles are the 
most obvious hiding places featured in the multiplayer game, and completely 
remove you from view when you jump inside. All kills made from such places 
of concealment lead to generous bonuses (74), but with the obvious drawback 
that you must remain stationary while a rival may be closing in on your position. 
Furthermore, entering and leaving these hiding places is clearly not the behavior 
of a civilian: such acts telegraph your intentions to anyone who happens to 
glance in your direction. 


Social stealth is the most common:method of finding a hiding place, either by 
blending with a crowd of bystanders or by sitting on a bench (ffi). It is easy 
to make Low Profile transitions from one group to another, and you need only 
move briefly through a passing crowd when closing in on your target to earn a 
related kill bonus. Use the Fast Walk move to catch up with groups of citizens 
walking ahead of you. 


Se REISS = 


Each map features a number of Chase Breakers to enable competitors to briefly evade opponents in pursuit. There are four types to look for, readily identified by the white 
shimmer of their Animus matrix outline. As Chase Breakers are triggered by any High Profile activity, such as running, you can pass them stealthily without incident. They 
also reset after a short period of time, so always make good use of the valuable seconds of grace they offer. In Assassin's Creed IV, you can set a trap on a Chase Breaker 


with the Booby Trap Ability: this causes the device to explode the next time an opponent activates the Chase Breaker. 


fe 


Lifts: Collide with the front of these devices to trigger them, and the counterweight 
will propel you instantly to roof level. Note that you can also drop onto a Lift from 
above — a tactic of great merit when a rival is almost directly behind you. 


Corner Helpers: As you bound over beams and balconies, these swinging 
handholds will not only remove a vital element of the free running route behind 
you, but will also often break your pursuer’s line of sight as you round the corner, 
Alternatively, you can press @ in midair just before reaching a Corner Helper to 
perform a Long Jump and be propelled forwards. ; 


Closing Gates: Running through these passages will cause doors to swing shut. 
Time your entry carefully, and these Chase Breakers will slam closed in the face of 
your would-be assassin and force them to take another path. 


Vines: Vines disappear immediately after you use them, giving you (but not your 
pursuer) the opportunity to proceed on a fast and direct free running route. 


Level progression rewards you with hundreds of unlockables that enable you to 
alter the in-game appearance of every character, with different costumes, styles 
and colors, but also with new moves and equipment. 


Though weapons and animations may differ between each avatar, there is no 
functional difference between them. Your choice of character, therefore, is very 
much a matter of personal preference — and, as you unlock further options, an 


opportunity to show off your experience with items that aren’t immediately 
available. 


Use the Characters menu in the Customization tab 
to change or customize weapons (some of which 
are unique to particular characters), appearance, 
costume, colors and animations — including taunts 
and stun moves. 


THE WAYFARER 9 Sooo 


THE REBEL 
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THE MERCENARY 


THE PHYSICIAN 


THE NAVIGATOR 


THE BUCCANEER 


THE PUPPETEER 


THE NIGHT STALKER’ 
* Unlocked with a Uplay passport 


THE UELLIST 


THE CUTTHROAT 


THE FIREBRAND 


THE ADVENTURER 
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SCORING SYSTEM & BONUSES 


To repeat our earlier advice, it is your score that matters — not kills. If you sprint 
over to a target in the street and brazenly execute them at the first opportunity, 
you might score a paltry 100 points. However, if you exercise a little restraint 
and incorporate just a few additional stalking techniques for bonuses, you could 
increase your points haul significantly, up to 1,000 or more. In essence, one 
good kill is worth several bad ones. With a time limit on the session, maximizing 
each kill score will enable you to make the most of a finite number of contracts. 


Broadly speaking, you can score by achieving the following game actions: 
Killing targets and stunning pursuers. 

™ Cooperative actions (such as reviving teammates). 

* Mode objectives (such as capturing an Artifact). 

« Special feats (such as being the first to kill a target). 

Familiarize yourself with the following bonus tables, then gradually try to 
incorporate them into your playing strategies. 


LEVELS AND PROGRESSION 


XP: The points you earn from participating in multiplayer matches are converted 
into experience points (or “XP”) that are recorded in your online profile. You can 
earn XP by: 


« Finishing game sessions (see page 282). Your score in most sessions is 
converted to XP — so if you end the session with 1,800 points, you will receive 
1,800 XP The only exceptions are Wolfpack (where a ratio is applied to your 
score), Game Lab and Private sessions (where your XP reward is based on 
your final rank and the time you spent in the session). 


« Completing Challenge steps (see page 276). 


Levels: Whenever your total XP reaches a new threshold, you will “level up” and 
gradually advance from Level 1 to Level 55 — and beyond, with Prestige Mode. A 
Level increase usually grants a reward of one or more of the following. 


«= New Abilities, Perks, Kill Streaks or Loss Bonuses (see page 279). 
«= Anew Ability Set (see page 278). : 


« Profile elements (emblem, patron picture and title) and character customization 
parts (such as body parts and colors, weapons, stun and taunt animations). 
These are cosmetic upgrades and have no effect on gameplay (see page 269). 


* Storyline files. 
% Possibility to craft Abilities (only from Prestige 1 onwards). 


Level progression improves your capabilities and increases your chance of 
success against other players online. 


Abstergo Credits: Rewards and items are not automatically awarded when you 
level up. To obtain newly unlocked features, you must purchase them using 
Abstergo Credits (A\). You earn credits based on: 


™ Your ranking at the end of each adversarial game session (see page 282). 
™ The amount of sequences completed in each Wolfpack session (see page 286). 
= The accolades you obtain (See page 278). 


Note that a daily boost is applied to your first 20 minutes of play, doubling the 
XP and Abstergo Credits you earn during that period. 


Erudito Credits: If you struggle or cannot wait to meet the requirements (both 
in terms of Levels and Abstergo Credits) to obtain a specific unlockable item 
such as an Ability, you can buy Erudito Credits and spend them to bypass these 
requirements entirely — and obtain your reward immediately. 


The diagram overleaf reveals which elements are unlocked throughout the course 
of a standard leveling progression. 


SCORE & PROGRESSION 


KILL & STUN BONUSES , 
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ce Name. | _ ies - i fy ‘ core 

| Kill your target from the ground. The value of the 

Kill kill depends on the status of your Approach Meter | +100-450 

Ne | when you perform it. 
Aerial Kill your target from an elevated position. 
Stun | Stun a pursuer. 
Bes aie : 

Booby Trap Kill your target with a Booby Trap. 

Pistol | Kill your target with the Pistol Ability. 

Poison Dart | Kill your target with the Poison Dart Ability. 
| Kill your target with the Animus Hack Kill Streak. 

Animus Hack | The value of the bonus increases with each +100 
| consecutive use. is 


[7 mre 
Name see ana = = " 
Bench Kill your target from a bench. v= 
SS mac aa 
Grab Kill your target from below while your target is on 
| a rooftop. a 
, | Kill your target while hidden in a crowd or ina 
Hidden if hiding place. " 
Acrobatic . Kill your target while climbing or crouching. x1.5 
Kill your target at the same moment that your target 
Contested stuns you. | x0.5 
ACTION BONUSES 
pa Keep the Assassinate/Stun button icon displayed +50 (1.5s) 
| | above a target or a pursuer. +150 (3s) 
Poison Kill your target with the Poison Ability. | +200-300 
1 
Chain | Perform two main actions in 10 seconds (kill or +50 


stun). 
— 


Collect 4 bonuses (from the following 6: Focus, 
Variety Chain, Acrobatic, Hidden, Grab, Bench) in the +400 
same game session. Can be earned multiple times. | 


[ First Blood | Perform the first kill of the session. +50 
4 ~~ ee —f- 
| Kill your previous pursuer before they're killed by 
Revenge another player. a 
Savior Kill your target when they're less than 10 meters +50 | 


away from their own target. 


Kill your target while another of their pursuers is in 
Poacher a range of 10 meters. | 7‘ \ 
[ a | 
Kill your target with the Pistol Ability while he or 


Boo dl she is running. Zz +50 


b 


Bonus active. 


Streak Score x2 | Kill or Stun a player with the corresponding Loss | 


WOLFPACK BONUSES 


Objective Complete an objective. +200-500 | 
Sync-Kill Perform a sync-kill move. +250 
pat halal ee ee askin arenes etal ieee 
Remaining Earned for each remaining Healthy Packet when 250 
| Packets you complete an Infection sequence. = 
Complete a Defense sequence. The bonus value is 
Deters based on the remaining loot. silos | 
ae | Earned every 5 seconds in Defense for as long as 
Remaining Loot | ; +20-50 
| you still own chests. 


The values in these tables may be adjusted in post-release updates. 


2 Multi Kill 


+ 


3 Multi Kill 


| Assist 


Name 


Hidden Alone 


Team Hidden 


“Artfact Stolen 


“Support 


Zone Captured 


Zone Secured 


Condition 


Help a 4 stunned ally st tand up. 


2 kills are performed in a period of 3 seconds by 
the player ora teammate. 


| 3 kills are performed i ina period of 6 seconds by | Decoy 


| the player or teammates. 


oo ie. _ Ground Finish 


| 4 Kills are performed ina period. of 9 seconds by 
| the Player or teammates. | 


| A teammate kills/stuns a target/pursuer locked by 
i the player. 


| Earned every 5 seconds when the player is hidden with 1, 2 or 3 teammates in range. 


o their own base, 


of 20 meters from a teammate carrying the Artifact. 


"Earned ev every y5 5 seconds when the te eam ov s ns all ie tertories,_ 


q "Bodyguard 


| blayer. 


“Intercepted 


OTHER BONUSES ~~ 


Condition 


| Have an opponent kill or stun a civilian lookalike 
_ that you spawned using, an ability. 


Your Bodygua! stuns a pursuer. 


"Perform a finish r move ona target t killed by another 


lA poisoned target is skilled 1by 


Mode 
| “Manhunt 


| Manhunt 


| artifact Assault | +1 

| Antitct Assauit | +400 | 
+50 | 
£200 | 


ai 


| Artifact Assault | 

| Artifact Assault | 
| Domination | 
| Domination | +2 


| Dominati tion | +5 


| 


The values in these tables may be adjusted in post-release updates. 
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STORYLINE LEWARDS 
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CHALLENGES 


Four types of Challenge are recorded in the Progression menu. These are unlocked by repeating the corresponding feat a certain number of times. Most Challenges 
have three milestones that reward you with an XP bonus when the related benchmark is reached. . ; 


Note that you can choose to reset your progression in unlocking Challenges once you have completed at least 80% of them. {f your long-term goal is to reach the 
highest Levels (rather than simply completing all Challenges once and for all), this option enables you to start over and complete all Challenges one more time — and 
therefore receive the associated XP rewards again. 


—_ et heme’ — — 


Step 1 


ee ee 

| The Deceiver —|_ Stuna pursuer while using Disguise. —s x9 1,000 

Theliar killa target while using Disguise. a _ __ 6 cn 

The Generous Use a Money Bomb to reveal and kill a blended target. _ | x8 750 

| The Trouble Maker | Use a Money Bomb to form a crowd and slow down your pursuel. _xi {1,000 | 

| The Knife Thrower | Use Knives to slow down and kill a target. _ x10 750 

The Timewalker Use Time Phase to confuse and stun a pursuer or kill a target. 

| The Etheral __| Use Time Phase to capture a Territory or an Artifact. 

The Puppet Master |_ Make another player kill your Decoy or Bodyguard. 

|_The Clear Sighted Use Disruption to confuse and kill a target, ae: aa ¢ ed 
The Distractor Use Disruption to confuse and stun a pursuer. 0 | 3,000 | x25 | 5,000 | 
The Observant Use Morph or Mass Morph to reveal and kill a target. x10 wi 2.000 | 2h | 3350 
The Chameleon Perform a stun while in morphed crowd. 0 | 1800 ih xi50_ | 2,800 
The Pyrotechnician | Use Firecrackers and kill a blinded target. __ x25 1500 | x75 | 2,500 
The Vanquisher | _Use Firecrackers and stun a blinded pursue. sil _ x10 2.000 | _ x25 3,350 

The Brain i Use Sabotage to trap and stun apursuer orkillatarge. ™ 1,000) x20 ee i x08 3,350 _ 
The Sly Usea Tripwire Bombtostopapursue. en eee ee Meron {x25 Eel x75 ihe 2,500 
The Master Hunter Use a Tripwire Bomb to stop and kill a target. ee wien! 15000 | Ss) iy 3,000 veal wea 9,000 _ 

{ The Noble Use Bodyguardto stun alockedpursue, x — 1,000 | x20 2,000 | x50 - 3,350 | 
_The Trapper _Kill another player with a Booby Trap. Se meres ok nae 2X0 allie 1,000 x20 ___ 2,000 al x50 3,350 

The Spiritualist Use Glimmer to stun a pursuer. SS ee is x5 saa ‘1,000 |. 20 he 2,000 H x50 i 3,350 : 
The Ghost a Use Glimmer to killa target, — en xo i 750 x20 100d x50 4 2,500 
The Cieaner Use Wipe and kill atargetorstunapursuer, ag x5 2a 1 000 x20 | 2,000 ___x00 3,350 Py 
The Defensive Use Animus Shield to block another players ranged weapon. xl 1,500 x10 3,000 x25 | 5,000 

The Impassive Use Animus Shield to block a bomb then kill a target or stun a pursuer. x —_ | 1,000 i x20 a 2,000 omy x50 3,350_ | 
The Pistolier Use the Pistol to kill a jumping or running target. a x5 iL 1,000 | x25 2,000 | x75 | 3,350 } 
The Shaman Use Teleport to cross the frontier in team game modes. | x5 | ; 750_ i x20 1,500 | x50 3.350 
The Evader Use Teleport while less than 10 meters away from a pursuer. a) L 1,000 | x20 2,000 | xo0 ft 3,350 

The Apothecary Use Poison after focusing a target. - = x5 1 900 | x20 iL 3,000 ai x50 5,000 
The Herbalist i Poison one target and kill another before the poison takes effect. x1 1,500 | x10 3,000 | x25 5,000 

The Magician | Use a Smoke Bomb to stop and stun a pursuer._ , i x10 3 750 | x50 1,500 ‘7 x150 : 2,500 

The Marauder Use a Smoke Bomb to stop 2 or more players. _ Ve 2 a 1,500 oleae x25 i 3,000 ; a x75 5,000 | 
The Hurried Hit your target with a Pistol or a Poison Dart before the end of the aiming time. x5 | 1,000 x20 2,000 ! x50 3,350 

The Quick Thinker Use Wipe to counter a ranged weapon, a Bomb or Teleport. oe xt a 1,500 x10 \ 3,000 — x25 5,000 

The Gifted Trigger a Revelation. — i 1,000 ai x10 2,000 x25 3,350 

The Changeling Trigger a Mass Morph or a Silent Mass Morph. ine x1 = 1,000 i x10 iy 2,000 | x25 3,350__| 
The Eager Trigger a +250 Streak Bonus or a +550 Streak Bonus. - —: I x1 1,000 | xt0 _ 2,000 {___ x25 i 3350 | 
The Fury ; Trigger a Daze. - ae xi 1,000 1 x10 2,000, x25 | __ 3,350 

|_ The Psychic | Trigger an Animus Hack, ee ee ee 3.000 | x25 5,000 


- a ATA 
Name Condition 
NN a eee NS re SO A ies J 
| The Good Samaritan | Revive a teammate, , 
The Vengeful Earn a Ground Finish bonus. 1,500 x350 hn , 2,500 
The Inventive |_Kil or stun a target using the environment. - x50 4500 |  x150 [2.500 
| The Bird of Prey _;_Earn an Aerial Kill bonus or an Acrobatic multiplier. - — x75 1,500 x175 _ 2,500 st 
The Unseen Earn a Hidden Kill multiplier. x50 | 2.000 | x150 3.350 
The Sneaky Perform a kill with a Grab or Hidden multiplier. 2.000 X75 3.350 
The Silent Master | Earna Focus bonus, — 000 15 3,350 
The Artist Perform a kill worth at least 700 points, a ~ T4500 x75 2500 | 
The Stealth Master | Perform 3 kills with a perfect approach (450 points) in a single game session, = | 2,000 ~ 50 3,350 
The Medium | Kill a target that is close to at least 2 lookalikes, . 
The Sagacious =—|_ Stun your pursuer and kill your target within 7 seconds. a 
The Wrestler Stun a pursuer. = 
The Punisher Ear a Focus bonus on a stun. 
The Versatile | eam a Variety bonus. 2s a. 
The Resourceful _Earn three Variety bonuses ina single game session. ’ 
| The Provoker tt Taunt a target you have just stunned or Killed, nll t ~ Xi 
|_The Inquisitor Taunt then kill or stun another player. ——— ee 
|The Usurper ___| Take the lead inthe last 20 seconds and keep it until the session ends, | 
| The Competitor —_—|_ Activate 2 Kill Streaks ina single game session. am ' = | 


The values in these tables may be adjusted in post-release updates. 


* In addition to the XP reward, you also unlock the character's file in the Animus Database. 
** In addition to the XP reward, you also unlock the character's second Taunt move. 
*** In addition to the XP reward, you also unlock the character's third Taunt move. 
**** In addition to the XP reward, you also unlock the first map file in the Animus Database, 
***** In addition to the XP reward, you also unlock the second map file in the Animus Database. 
****** In addition to the XP reward, you also unlock the map’s Title. 


ADVERSAR 
fee Mame Gondtion = ae a 
1 a alton ES i... enn re ee a Milestone XP) 
The Ambitious _ SS he x50 | 2,500 
|_ The Audacious Survive at least 15 seconds while hearing whispers. H x5 | | x5 | 5,000 
The Enduring Earn a Multi-Kill bonus in any team mode, - "ys | 750 ~| tO | 1,500 | 250 "2.600 
The Infiltrator Earn 200 points of Hidden Bonuses in Manhunt. ’ x10 1000 | 60 | 2000 + +| ~xi50 ~~~ «3,350 
The Highwayman Score an Artifact in an Artifact Assault game session. | f h 
The Eradicator Kill a target that Is holding the Artifact, 
The Conqueror Have all territories captured in Domination for at least 10 seconds. i 1,500 | f | 5,000 
The Conquistador Capture a zone occupied with at least one opponent in Domination. x5 | 1,000 x20 | 2,000 x50 | 3,350 | 
_ The Crafty Capture a territory and kill a target in less than 5 seconds in Domination, x5 1 1,000 x20 | 2,000 | x50 | 3,350 val 
The Show-Oft Taunt an opponent from across the frontier. x5 ; x75 2,500 
The Deathless | Stay alive for 60 seconds in Deathmatch. _ | x10 | 750 x50 | 1,500 ne x150 ~ 2,500 4 
| The Vulture Kill a target that has just performed a kill in an Assassinate game selon. | x5 1,000 im x25 2,000 tie x75 3,350 
The Patriot Score at least 6,000 points in a single game session. | x1 ; 1,000 x5 2,000 x25 ~ | 3,350 | 
| The Mass Murderer Kill 10 targets in a single game session, 7 xi | 1,000 [ x5 | 2,000 ‘* x25 | 3,350 
The Rebel ___| Complete a public session with the Rebel. Pr See ee mo | 1500" | 20 | 2.5007" 
The Wayfarer Comp ete a public session with the Wayfarer, 74 Zz 8 as 750* il x10 | 7,500** cl x20 > 2,500*** a 
The Huntsman __| Complete apublio session withthe Huntsman, || 750" | .800"7 | 2.800% 
rLody slack | ComplseapbicsesionwihiawySack———SSSSS=SC S| | cor 
| The Mercenary Complete a public session with the Mercenary, | a3 mom | HO} 4800" |e 2800" 
The Buccaneer =|: Complete a public session with the Buccaneer. ae. st | 750* | Xt 0 | 1800" a eat 
The Physician _ Complete a public session with the Physician. __ ee. + x3 750* x10 _|__ 100" jog esoon™* 
The Navigator Complete a public session with the Navigator. __ #8 | Be 150" x10 | 1,500°* wae x20 PAO 
The Night Stalker Complete a public session with the Night Stalker. +. 8 | 750* x10 | 1,500** x20 2,500*** 
The Puppeteer Complete a public session with the Puppeteer. . i 8 750* x10 14 .500** x20 
| The Adventurer Complete a public session with the Adventurer. | x3 | 750* x10 | 1,500** x20 250 0pe 
L The Cutthroat | Complete a public session with the Cutthroat. x3 & four x10 | 1,500** x20 2500 a 
The Dandy Complete a public session with the Dandy. x3 eS 750* | eS x10 1,500** x20 2 p00ees 
The Duelist _| Complete a public session with the Duelist. = 3 } 750* x10 1,500°* x20 1 2,.500*** } 
| The Firebrand Complete a public session with the | Firebrand. ie x3 750” x10 1,500** x20 2,500*** 
From Saba Island | Complete a public session on this map. x3 TSORS** x10 SOOM res x20 Zafar 
From Portobelo _| Complete a public session on this map. x3 fe Wetete x10 Ieee x20 Pata abat ons 
= Santa Lucia H Complete a public session on thismap. x3 oUneus xi0 | _1,500***** x20 | 2,000***"*" 
From Palenque Complete a public session on this map. x3 (fethiend x10 WO00RAte x20 ZOU Cece 
From Carthagena Jail Complete a public session on this map. 
From La Havana Complete a public session on this map. x10 He |, o0U ncaa Payalalebee 
From Tampa Bay Complete a public session on this map. x3 7adpae® x10 | 1,500"***"| 20 280s 
From Saint Pierre “| Complete a public session on this map. a ae es ce cl OEE 


= 


WOLFPACK 


= wane —. _— Condition — * Milestone ra — as 
The Cool-Headed __| Successfully complete aSync-Kill, _ x {___ 1,000 
“The Collaborator Complete 10 sequences inarow. = ee x 750 x20 ; 1,500 
| The Defender dt ; Successtully completeaDefense Sequence. ie _* oie 1,000 x20 _ 2,000 = 
The Shirker Successfully complete an Infection Sequence. x5 =e 1,000 2,000 
| The Templar Adventurer } Win a Wolfpack session with the Adventurer or in Palenque. xl i 1,000 
The Templar Rebel | Wina Wolfpack session with the Rebel. ms ; 
The Templar Mercenary Win a Wolfpack session with the Mercenary or in Santa Lucia. wal 
| The Templar Puppeteer Win a Wo fpack session with the Puppeteer or in Palenque. Here! 
The Templar Firebrand Win a Wolfpack session with the Firebrand or in Saint-Pierre. - 1 
The Templar Lady Black oe) Win a Wolfpack session with Lady Black or in La Havana. - i 
The Templar Duelist Win a Wolfpack session with the Duelist or in Tampa Bay. 
The Templar Dandy Win a Wolfpack session with the Dandy or in Saba Island. 
The Templar Cutthroat Win a Wo fpack session with the Cutthroat or in Carthagena Jail. 
The Templar Buccaneer Win a Wolfpack session with the Buccaneer. 


The Templar Physician Win a Wolfpack session with the Physician, 

The Templar Navigator ~ | Win a Wolfpack session with the Navigator. 

The Templar Huntsman Win a Wo fpack session with the Huntsman. 

The Templar Waytarer | Wina Wo fpack session with the Wayfarer, 
The Templar Night Stalker | Win a Wolfpack session with the Nignt Stalker, 

The Wolfpack Leader Win a Wolfpack Unleashed session on all standard maps. 


The values in these tables may be adjusted in post-release updates. 


PERP 

GAME MODES 
WOLFPACK 
GAME LA 


ACCOLADES _ 


Accolades are rewards given at the end of each session that acknowledge special feats 
can earn additional A. 


- they reveal a great deal about your play style. By claiming Accolades, you 


Icon = Name — ‘Condition = Game Modes 
ar | The awe | Had the peas iba iz ces 
| Bd | The Stunner plone the most Stuns. ae | 
| ¥ | The Poacher renee UNS Wanted 
| +] | The Savior | ae most Savior Wanted 
| : 
Gi | The Hard-Boiled . Ute a mos! hain Deathmatch 
| Py | aH daclOls . eo most time with Deathmatch 
| Ld es The Elusive* Was acquired the least. Assassinate 
Ne | The eso | cs the most ras Assassinate 


|The Liberator Team Modes 


ee = aM 


/ Revived the most allies. 


Ability Sets grant your character additional skills, weapons or bonuses, all of 
which are detailed over the pages that follow. Each set is composed of: 


® Three Abilities (including one Ranged Weapon) 
® Two Perks 

™ One Streak 

* One Loss Bonus 


Initially you only have one set to play with. As you gain levels, you will 
unlock up to six additional sets, which you can freely define in accordance 
with your preferences or the challenges that lie ahead in a particular play 
mode. 


ACCOLADES 


| ‘eon “Name Condition “Game Modes 5| 
oc . : Earned the most Assist | | 
Team Modes | 
g | The Wingman | bonuses. dll — 
: Had the most tKills w wit ithout | 
| } nt | 
e | The Practiced "being Stunned. : Manhu 5 
“ Blended with a teammate the. 
| nhunt 
Ye) pe Lurker | longest. = a ii 
oe | The Glutton  - | Scored the most Artifacts. Artifact Assault | 
a a ie er = ee" ia — “| 
we | The Stalwart Rilles the mostaamech Artifact Assault 
thieves. | 
<= | The Despot Captured the most Territories. | | Domination 
, Spend the most time securing 7 
©» The Mole rerritories Domination | 
& The Monster Scored the most Multi-Kills Wolfpack 
(s\ | The Sneaker* Revealed the least by targets. Wolfpack 


* You can only earn this Accolade if you have played at least 90% of the overall session duration 


: STARTING SET ae 
° S = 7] 


Abilities Perks | _ Streak & Bonus 
% Disguise ® Sixth Sense % No Streak 
™ Money Bomb ® No Perk ® No Bonus 


® No Ranged Weapon | | 


Once you have unlocked many skills and perks, be sure to prepare several Ability 
Sets that you can use in various situations or game modes. The Favorite Ability 
Sets option enables you to assign an Ability Set for a specific Game Mode: when 
you start a session, your Favorite Ability Set for that mode will be the first one 
that can be selected. 


Abilities are special skills that can be used at any time to give you an edge over your opponents. Once activated, they are unavailable for a Cooldown period as they 


recharge. Some of them can be thrown by holding and releasing the corresponding button. All Abilities can be improved through Crafting, which enables you to 
improve two parameters of the chosen Ability (see overleaf). 


You can activate standard Abilities with the corresponding shoulder buttons of your controller. Press @ to use Ranged Weapons. 


ABILITIES 


ao 
a 
a 
S 
a 
@ 


Notes 
® Use this when you are out of a pursuer’s field of vision for better results. Most effective when you stand SIDE QUES” 


Level 4 no effect on other characters, which reveals 
any player in the vicinity. 


Temporarily changes your appearance t close to a lookalike of your true skin. 
Level 1 i eae Sana el Nadella | ® While fleeing, activate it right as you round a corner and turn around to surprise your pursuer. 
1 ™ There's a risk of being revealed when the effect expires. This exposure factor can be reduced through crafting. 
| { ™ Ends as soon as you perform a kill or stun. a 
| Attracts civilians within a fixed radius, buthas | ™ You can drop the bomb at your feet or aim and throw it. | 


a 
RS Money Bomb 


Time Phase 


™ Useful to reveal a target blended in a crowd or to impede the progress of an aggressor during an escape. 


i ews 


| Slows targets and orevents them fro ™ You can drop the Time Phase at your feet or aim and throw it. } 
Level 6 ames i magetting | wm When you hear the sound of a pursuer aiming at you, you can use Time Phase to cancel their lock and | 


| | ® Good for misleading both pursuers and targets. 


— 


| Changes the appearance ofa civilian to mimic | ™ Can be used to simply divert an approaching pursuer, or to set up a stun opportunity once they have Ales 
Decoy Level 6 your own, and causes them to run away, been distracted. : a i: s 7 / i ' 
; tricking your pursuers. ™ |fyou use Decoy while Disguised, the Decoy will mimic your Disguised appearance, which can be very 


confusing for your opponents. 


aoe: io ae | 


dh Morph level12 | Transforms civilians inside the area of effect | ® This is very usefui to hide from pursuers, but make sure that you use it while hidden in a crowd. 
: ’ into your duplicates, 7 ie Offensive use: Morph a crowd from afar to reveal a blended target. a 
} mae : % Can be used to identify opponents; watch the movements of all affected individuals carefully. 
| 34 —_— ae Levet 12 Scares civilians and blinds opponents, © You can drop Firecrackers at your feet or aim and throw them. The latter can be an efficient way to wee 
‘ revealing their presence, identify and/or stop a distant target. ‘ 


2 


% A blinded pursuer is unable to tock you, but can still kill you, 


i 
alee 


™ You can drop the bomb at your feet or aim and throw it. The bomb takes a few seconds to activate. Sebi 


s oe eu in a narrow corridor (the entrance to a Domination territory, for instance) for an easy stun 
opportunity. 
% The bomb can be set off with no consequences by an opponent who walks cautiously near it. 


Explodes when a target or pursuer steps on it, 
preventing them from moving and performing 


y Tripwire Bomb | Level 18 
—— any action during a short period. 


% Can only be used when you are being pursued. 

% The Bodyguard cannot climb and focuses on a single pursuer at a time. 
Creates a duplicate of your character who will | ™ A very effective way to confuse your pursuers. Stay close to your duplicate for maximum efficiency and 
protect you from pursuers. defensive stun opportunities. — - ' 

}® Lock your pursuer before you activate Bodyguard — your duplicate will focus on the locked target very CRAFTING 


efficiently. ’ 
™ Can be used both defensively during an escape, or offensively when you know in advance where a oe 


target is likely to run. 
% A Booby Trap can be spotted on the ground. Walk carefully past it in order to not activate it. 


RARE HIES 


Level 18 


{ Ci Bodyguard 


Traps a nearby Chase Breaker to make it 
explode the next time an opponent uses it. 


® Can be used to escape a pursuer or approach a target unnoticed. 
™ The slower you move, the less visible you are. If hidden, you're almost completely invisible. If you run, 


1 
| 

Level 26 an “aura” can be seen by experienced opponents. | a GS 
| 


Makes you almost invisible. 
| ™ Ends as soon as you perform a kill or stun. 


% This gives you free reign to kill an affected target, but keep in mind that they can still kill you in their WOLFPACK 
weakened condition, C 
% Useful to reveal targets blended in crowds. 


Reveals all players in the ability radius, 
prevents them from using their abilities, and 
silences their whispers and heartbeats. 


Level 34 


| ® Can be used both ie (for example, to ha the effect of a uae Bomb walle by a target lea 
; ' that spotted you) and defensively (to survive when a pursuer uses Abilities against you). 
Animus Shield | Level 34 | Makes you inne to Poison, Bombs and | w.ncreases your chances to survive longer, especially as a sound effect reveals when someone aims at you. siviuanda 
ea a % By default, the shield can only negate one Ability, but this can be upgraded through crafting (up to lla 
three shield “charges”). 
_ : WAGs ere aes aot MAPS & ANA 


™ Perfect to escape an incoming pursuer. 7 
Teleports you to a different position on the map. | ® You will always Teleport to a destination in your field of vision. : 
% Can be used in Artifact Assault mode to increase your chances to quickly bring back the Artifact to your base. 


ee) 


Teleport Level 42 


&H, Poison Level 42 


™ You can only poison a target in close proximity. 
Poisons a target to slowly kill them. % There is no kill animation, so you can escape flashpoints steaithily. ; 
ie Even if you die before the Poison kills your target, you will still earn your Kill Score. | 


4 | mw You can drop the bomb at your feet or aim and throw it. 
Smoke Bomb | Level 48 ee ae Bomb to confuse civilians and | Offensive use: score Focus bonus on target; prevent a target from fleeing. 
pce ll % Defensive use: paralyze one or more pursuers for a follow-up stun. 


2 ey —— Sry: 


| ee 


RANGED WEAPONS 


iene Serambles the vision of a target and breaks | %& This can be used both offensively and defensively. 
| Disruption an active look. |S This is a great ability to employ to elude a pursuer, or to turn the tables and stun them. 


® Lock your target before throwing the Knives. A target that you have hit with Knives can still stun you, so 
don’t approach them recklessly. 


™» Knives Level 12 | Throws Knives that slow down your target % Knives prevent a victim from climbing and limit their range of action. Being hit by a Knife will cause a 
i target to fall while climbing. 
Q am f in Counteracts the next Ability your target iw This is especially useful in situations where a duel is imminent. Strike your target with Sabotage to 
Fagg | Sabotage Levet 28 | attempts to use while affected. increase the odds that you will win the encounter. (ee | 
' e d haracter after securin % Hold @ to increase your accuracy. 
Pistol { Level 38 ee i ae 9 | Good for rooftop chases, and for swiftly dispatching targets who lose their nerve and break cover to flee. 
{ : i caine rans a 2 is Eo Ei 
[ ™ The Cooldown begins only after the Poison kills the target. 
i he Poisons a target from. afar. ® You can be spotted as you aim, ey 
ileal i a a : ® The Poison Dart is more risky to use than the Pistol, but it rewards you with bigger bonuses. | 
} 4, SPOTe pee ee ee eh, 2 eee Sees es z 


NI 
4 


Crafting is the process of customizing Abilities by modifying and tweaking their parameters. This enables you to upgrade your Abilities ina way that best suits your strategy, 
but can only be achieved as you reach specific Prestige 1 level milestones (in other words, after you reach Level 55). Each Crafting upgrade costs Abstergo credits. 


CRAFTING 


“~ 
Icon | Name 
| C) | Disguise 
| { 
| Ke | Money Bomb 
| Decoy 
| Disruption 
| Time Phase 
{ 
I 
Fy | Morph 
‘fs 
Firecrackers 
x ; Knives 


‘| Prestige 1 Level 32 


% Tripwire Bomb 
i Bodyguard 
6 | Booby Trap 
} 
7a '\ Sabotage 
iz Jaen 
RY | Glimmer 
Wipe 
| 
Animus Shield 
| Pistol 
b— 
| Teleport 
| | Sia ere 
| Poison 
| Smoke Bomb 
| Poison Dart 


Unlocked 


| Prestige 1, Level 6 


} 
‘ 


Prestige 1 Level 8 
| Prestige 1 Level 12 
Prestige 1 Level 14 


Prestige 1 Level 16 


Prestige 1 Level 18 


| Prestige 1 Level 22 
Prestige 1 Level 24 
Prestige 1 Level 26 


| Prestige 1 Level 28 


Prestige 1 Level 34 


Prestige 1 Level 36 


: Prestige 1 Level 38 


a Se 


Prestige 1 Level 42 


Prestige 1 Level 44 


Prestige 1 Level 46 


Prestige 1 Level 48 


Prestige 1 Level 52 


Prestige 1 Level 54 


a Cooldown =o 
Aiming Time | 


Parameter 
| Duration 
| Cooldown 
| Exposure _ 
| Civilians Attracted _ 
Range 
| Cooldown 
Duration — 
Cooldown 
| Score Bonus _ 
Disturbance Intensity 
Duration — 
| Cooldown _ 
Duration 
Range 
Cooldown 
Range 
Civilians Morphed 
Cooldown 
| Range _ 
} Duration 
Cooldown 
Target Speed 
Duration 
| Gooldown 
Range 
| Activation Time 
Cooldown ; 
Range 
1 Duration 


| Cooldown 


Activation Time 
Visible Range 
[Cooldown 
Duration _ 
Counteract Time 
| Cooldown _ , 
Cooldown | 
Duration _ 
Exposure _ 
Range 
| Duration 


_ Cooldown 


Duration 


Charges 
intial Accuracy 
Cooldown 

Activation Time _ 
Range | 


| Cooldown _ 


Cooldown 
Range a 
| Duration 
| Cooldown 


Delay 


Range 
| Cooldown _ 


“Default Value | Upgrade #1 | Upgrade #2 


12s 16s 20s | 
a i = 
Strong _ Medium | tight 
6 a a am, 
5m 7.5m 10m a 
46s 43.75 41.43 | 
5s 10s | 15s_ . 
56s 53.2s 50.4 
100 200 300 | 
Light Medium Strong _| 
5s 7.58 __ 10s 
52s 49.45. 46.85 | 
As 6s 8s 
6m 8m 10m | 
12s 68.4s 64.85 _ 
3.5m 4.5m 5.5m 
3 4 5 
69s __ 61.755 | 88S 
sm} om | om 
As SAy 4.55 | 5s 
82s_ 17.95 73.8s 
90% 80% 10% 
2s 2.5 3s 
85s 80.75s 76.55 
2m_ 2.25m 2.5m 
5s 4s 3s 
80s 76s 12s 
7.5m 10m 12.5m 
5s 7.58 10s 
68s _ 64.68 61.2s 
8s 6.58 5s 
12m 1m | 8m 
100s. 95s 0s | 
7.5s 10s 125s __| 
30s 40s 50s a 
Bs 60.85 ‘57.65 
70s __ 66.58 ’ 63s 
8s 10s is @ 
Song | Wedum | Lan | 
am | tm | tam 
ee ee ee eee 
aie oe 
498 cult OS | ol 
a 3 
43 70.33 | 66.65 
3 | is | i = 
30% 45% 60% CS 
100s Q5s 90s 
3.55 325 | os 
36m 40m _ 4sm__| 
90s 85.5s 81s 
8s 6.50s 5S 
15m 20m 25m | 
96s 91.28 86.45 | 
3m 325m | 3.5m 
28 |S 3.25 
105s | —(99.75s 94.55 | 
Ce ee 
16m | 0m S| mC 
CS 


The values revealed in these tables may be adjusted in post-release updates. 


3 eee eae 


You can further customize your character by choosing two Perks, additional “passive” powers that remain active at all times throughout each match. Perks are also 
unlocked through Level progression. 


| 


= i Unooked 
Qa Sixth Sense Reveals notorious pursuers or notorious iste alg you. Level 1 | 
‘S). | Fast Recovery | Reduces the time before recovering an Ability used just before dying. _ - | 7 Level 14 
ce Sbeee® the time a eet will remain locked when you lose sight of him or her. : - | Aa 14 ’ | , 
R Hot Pursuit Se ald your sea when chasing a target and slows down the depletion of your Arca eter 5 c Level 22 a | 
‘| Blender When you blend with a enll oreiol the Priiwie atismnateal Morphed into an character's skin. _ | 
gg Determined Ignores the score divider pronieted Kills. . _ a abe 
Cf Resistance | Reduces the duration of stuns or paestes Kile” i: = | INDEX 
EB) estionce | oecasestne ation ot Abites wedamsstyou Level 36 
Survival | erally makes you very hard to a when aia stunned or vue 7 > -_ Level 36 | & 
Overall Cooldowns ee all Ability Cooldown face 7 , -_ L Level 44 | d 
puslnneene Opens all cent closed Chase aaah ities mr charge fash civilians without falling, a a » Level 4d a | . 
RG lrecramcnemcammienne | ool 
ABILITIES 


 CBARTING 


Streaks are performance-based bonuses earned through cumulative accomplishments or successive failures within each round. 


= AKill Streak of successfully completed contracts will reward the player with extra points or a temporary play bonus. The Kill Streak counter increases by one point . 
for each Stun or standard Kill, and by two points for each Kill with a Perfect Approach (450 points) or Team Mode objective completed (Artifact captured in Artifact 
Assault, and zone captured in Domination). 


™ Players who consistently die or lose contracts will incur a Loss Bonus, which actually helps them to arrest their poor form by granting smal! advantages. The Loss cane mons 
Streak counter increases by one point for each contract loss, and by two points for each Death or Stun suffered. 


oe ELAR 


| teon | Name | Description Unlocked a 
a Revelation Reveals pursuers within sight until you are killed or stunned. Activates when you perform a Kill Streak of 5. Level 16 | ADVANCED 
Best Streak +250 Receive 250 points when you perform a Kill Streak of 8 without being killed. —s 2 Love 16 i MAPS & ANALYSIS 
Mass Morph yn Feri a ll Streak of7, ine A roinainaiciilans will be morphed into your lookalikes. : =n 24 
Se Daze ' Palos the action range of the surrounding opponents. Activates when you perform a Kill Streak of 5. H Level 32 
Ba Streak +550 BP cis 550 points when you perform a Kill Streak of 11 targets without being killed. L Level 38 : 
Animus Hack I Vale 4 He Saco sniintisn Hi by il: you want from a distance. The sum of points you | Level 20 > 46 


LOSS BONUSES 
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“Teon | “s Name ) ‘Description Unlocked 
Jp 
é Rewards you with 200 points and boosts your Approach Meter for each Ground Finish until you perform a kill or stun. | Level 8 
Scavenger Activates when your Loss Streak counter reaches 4. 1 
= | Reveals targets in your line of sight or their location through walls until you perform a kill, Activates when your Loss | level 
Vision - | Streak counter reaches 6. 7 i —— sn ls 
i 
Ability Switch | Enables you to change your current a Set. Activates when your lass Streak counter reaches 2. Level 24 
F See ena on ee 
Minor Hack | Enables you a kill your es att from a distance. Activates when your Loss Streak counter reaches 8. Level 32 
ff eo 
ey | Score x2 | Doubles the points earned by your next kill or stun. Activates when your Loss Streak counter reaches 10. L Level 38 
the duration of Cooldowns until you perform a kill. Activates when your Loss Streak counter —y 
J Boost Cooldowns sei Bates yea a | ee 46 - 


The values fried i in these tables may be adjusted in post-release updates. 
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Mode: | Non-competitive | Duration: | ~ 


| Objective: | Practice kills and stuns. 


_ NOTES & TIPS 


| ™ These sessions are only intended as one-off tutorials. However, you can replay 


| 


them as many times as you like to experiment with different approaches. 


| ™ You can also access a wide range of videos with the Video Training option. This will 


show you how all Abilities work and are best used. 


| 
| 
| 


1 


ee —— 
| Objective: | Achieve the highest score by killing assigned targets. 


| 


DEATHMATCH ~~ 


Mode: Competitive Duration: | 1 round of 10 minutes 


NOTES&TIPS 


Nt 


® Each player's skin is the only one of its kind in this mode, though you can use 


Abilities or Perks that create duplicates. 


| , : 
® You are both predator and prey, and can only kill your assigned target. 
| ™ There is no Compass for any player in this mode. This means that Deathmatch is 


all about line of sight and paying attention to your target's portrait. If the portrait 
outline is grayed out (meaning your target is not in your line of sight), run to a new 
arge open area and slow down, If the portrait turns blue, use low profile actions to 
approach your target. Once you are close to your target, the portrait display zooms 
in on the face of your potential victim, which will help you identify them. 


™% Deathmatch maps are very small, so it pays fo get into moving cover as soon as you 


spawn. Your pursuer is never very far away. 


= The higher your rank, the more pursuers will hunt you. 
™ Blender is a useful Perk in Deathmatch. Creating a lookalike of your character 


whenever you blend offers welcome life insurance (fi), though be aware that 
pursuers will easily identify you if they see you in the process of creating a 
duplicate. 


® Animus Hack can be lethal in this game mode, as there are no lookalikes. The 


moment you activate this Streak, and provided you've spent enough time in the 
session to identify each unique character, you can rack up kills at an incredible rate. 


™ When you think you have spotted your target, be aware that they could be Disguised. 


™ Smoke Bombs are great to use defensively. The moment you spot an incoming 


pursuer, watch them approaching and throw your bomb when they're close for an 
easy stun. 


 SAMPLEABILITYSET 

Abilities Bodyguard 
| Poison Dart i 
Fast Recovery 


Perks ——————— 
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Mass Morph 
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NOTES & TIPS 


™ You are both predator and prey, but you may only kill your contracted target. 


® it's harder to hide in Wanted than in Deathmatch as your pursuer has a Compass, 
However, there are duplicates of your character wandering around, making it easier 
to blend and lure your pursuer into killing a civilian. 


™ Use your Compass to anticipate a target's route through an arena, and you may be 
able to catch him or her out as they round a corner. 


™ When you blend with a group, try to select one with at least one duplicate of your 
character. 


® |tcan sometimes be more efficient to take the time to identify and escape a pursuer 
before tracking your own target. Staying alive enables you to complete Streaks and 
earn more points. 


% |f you manage to approach your target from behind an obstacle, jump on the 
obstacle atid perform the kill from there for an easy bonus. 


™ When you're following a target that hasn't noticed you, don’t always rush to get a 
cheap kill. Silently fast walking behind them may enable you to kill them as they're 
performing a kill themselves, which will net you more points. } 


 |n this very hectic mode, defensive Abilities can enable you to survive longer and 
get more kill opportunities. The Animus Shield often proves particularly useful in; 
this sense. 


™ When you use a Chase Breaker to escape a pursuer, consider stopping and 
Blending or hiding immediately as you exit. Your pursuer will expect you to run 
away frantically and may lose you completely (33). 


; ™ If you are first with a high score, you will usually be pursued by two or three 
characters at the same time. In such instances, consider playing defensively. Blend | 
in a group with at least one lookalike (more, ideally), and your rivals will need to 
employ Abilities to identify you — something that they won't always have access to. 


™ Don’t necessarily run away after you kill a target. You will often be pursued yourself, 
| and sprinting will only make you easier to identify. | 
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There is no pre-assigned target in this mode. The key is to acquire one, simply 
by pressing the appropriate shoulder button of your controller. However you can 
acquire anyone you encounter, including civilians. Your goal, therefore, is to be very 
cautious, keep a low profile and watch your surroundings. Every time you notice 
someone behaving strangely, running or performing other high profile actions, 
quickly acquire them and try to make a discrete approach to achieve a kill with the 
best possible bonus. 


Mode: | | Competitive — | Duration: | + round of 10 minute: tes 
| oh : ive: | a and assassinate the arin oe to achieve the | 
| a 


You do not have a proper Compass in this mode; however, up to four arrows show 
you the general direction of nearby players (fi). As you approach your target, the 
arrow turns into a thin arc, then a full circle, so you can rarely use if to determine the 
exact position of your potential target. As an indicator of where you should begin a 
hunt, though, these prove invaluable. A very effective strategy is to use the arrows 
to travel directly towards a target. As soon as an arrow turns into an arc or a circle, 


be stealthy and blend until you spot a target that you can acquire. 


As soon as you acquire a target, you vanish from their Compass, but also lose sight 
| of other opponents. 


s 


Asatule, you will perform fewer kills than usual in this mode. it takes time to acquire 
your target, so be cautious: discretion and keen observation are pivotal. Maximizing 
your points haul for each kill is vital, as you will have fewer opportunities to score. 


™ (dentifying your pursuer with a Lock exposes them. 


Acquiring and killing a civilian reveals you to others, though there are no further 
penalties. 


s 


Always acquire your target before you attempt anything else. You won't be able to 
| use your moves or Abilities efficiently until you have acquired a target. 


% Disguise is not as useful in this mode (since there are no portraits representing 
pre-assigned contracts), unless you know that someone is stalking you. In that 
case, round a corner, Disguise and then turn back to surprise them. 


Decoy and Bodyguard can be combined for some effective defensive strategies. 
Activate either whenever you know that a pursuer has identified you to lure them 
away, giving you a chance to acquire them. If you add the Pistol for ranged kills, this 
can prove to be a very balanced Ability Set. 


_ SAMPLE ABILITY SET 


L "Smoke Bomb 


| Pistl 


| "Resilience 


; | Determined 


Co SAMPLEABILITY SET 
Poe eae eee paiNNE Wee ee 
Time Phase _ 
Abilities Animus Shield | 
Pistol 
= et ae a _ i 
Overall Woaldewns. | 
Perks iSO e 
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a Streak +250 | 
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Mode: 


aha 
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Team-based 


beeen ne 


| Achieve the highest team score, hiding together as targets, and 
‘al performing k kills as hunters. 


_ NOTES & TIPS 


| ‘ Both teams take a turn as hunters and hunted. 


™ While hunted, blend with a crowd of civilians that includes at least one lookalike. 
Otherwise, use Morph or Bodyguard to confuse your pursuers with doubles. You 
can even fortify your position with a well-placed Tripwire Bomb, or employ a Smoke 
Bomb instead. 


% Hiding with your team is the best way to rack up noteworthy point totals. If one of 
you is killed, there will always be someone on hand to score an easy stun before 
fleeing. 


= When on the offensive, coordinate with your allies to perform multipte kills. 


‘e Wipe works very well in Manhunt to reveal targets that are hidden among lookalikes, 
and to prevent them from knocking you down with Abilities. Money Bombs and 
Firecrackers can be used to reveal targets. 


™ Morph is also a fantastic choice, as you can use it remotely. When you suspect a 
target is hidden in a group of civilians, Morph the entire group from afar and your 
target will be revealed as the odd one out ({i%3). 


® You will usually have opportunities to perform high-score kills with Poison Darts in 
Manhunt games, as you'll often be facing two or three enemies at a time. Add the 
Hot Pursuit and Unstoppable perks for a well-rounded offensive Ability Set 


® An amusing strategy is to hide in a haystack and create a lookalike (with Blender) 
right next to your position, A pursuer will be likely to attack your doppelganger, 
ee oe to pau an easy stun. 


| Duration: 2 2 rounds of 5 minutes 


; : ANTIFACT ASSAULT 
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Objective: \ The team ‘with the honest Se of Tai Artifacts wins, 


| team- ‘based | Duration: | | round of 10 minutes 


“NOTES & TPS 


™ You will score by stealing the other team’s Artifact from their base and carrying it | 


back to yours. 


| ® You are a pursuer while in your territory, but become a target once in enemy 


territory. When you are carrying the Artifact, you become a target and enemies can 
kill you even in your own territory. 


When your team’s Artifact has been stolen, your Compass will blur each time you 
move close to your home base, rendering it useless. 


It is vital that you learn thé safest route back to your base after stealing the Artifact. 
Using Chase Breakers can be crucial to your success. 


Knives are particularly useful when defending, as they enable you to stop a fleeing 
enemy in their tracks and recover your Artifact. 


When defending, consider camping close to your Artifact and intercepting any 
opponent who steals it. 


Use Tripwire Bombs to protect your Artifact; these will knock down any opponent 
who triggers them. Place your Bomb in the middle of an obvious entry/exit point or 
at the nearest Chase Breaker to your base to increase your chances of success (fii). 
Combine this with a Booby Trap for even better results. 


Use the Disguise or Morph Abilities to blend in before making a dash for the enemy 
Artifact. Drop a Firecracker or Smoke Bomb to facilitate your escape. 


While attacking, it's best not to use the Blender Perk — if you inadvertently brush 
against a crowd your opponents may spot one of the civilians transforming, 
revealing your position. 

Look out for Tripwire Bombs and Booby Traps when you approach the enemy 
Artifact, and while escaping the immediate vicinity. 


The Unstoppable and Hot Pursuit Perks are particularly useful, especially if you 
adopt a defensive role, giving you an edge while chasing a fleeing enemy. 


if a rival manages to steal an Artifact, use Booby Trap on a Chase Breaker the thief 
is likely to go through. 


A great strategy is to have two people trying to steal the enemy team's Artifact, 
and two others defending your team’s Artifact. If you have a strong lead, you can 
consider focusing most of your team on defense to ensure victory. 


™ After you've stolen the Artifact, consider activating Animus Shield as this protects 


you from ranged attacks, maximizing your chances to score. 


Hide behind a wall or an obstacle near the enemy team's Artifact, and use Glimmer 


to become invisible. You can then steal the Artifact and return to your base. 


| ‘s Another effective strategy is to steal the Artifact and then activate Teleport to quickly 
bring it back to your base. 
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_ Duration: V round of 10 minutes 


Team- based 
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| wif you happen to encounter a member of the opposing team on your way toa | 


obec: id Achieve ‘the highest soore re by capturing territories and defencing them, 


_ NOTES & Tips 


™ There are three territories in total, and your team’s priority is to capture as many as 
possible at the same time. To capture a territory, all you have to do is step inside the 
marked area and remain there until the capture gauge is fully filled. The more allies 
that are in a territory simultaneously, the faster a capture occurs. The team that fills 
the scoring gauge or obtains the highest score at the end of the countdown wins. 


™ When you defend a territory that you have captured, you are considered a pursuer | 
and-can kill any member of the opposing team that is contesting your capture. | 
Conversely, when you contest a territory controlled by the opposing team, you are | 
their prey. This means that you can only stun your rivals, who will often have the 
time to regain consciousness before you have finished capturing the territory. 


™ When you attack an enemy-controlled territory, your sole priority is to remain alive | 
for as long as possible while in the marked area. Use Abilities to increase your | 
chances. 


™ You score points by capturing territories, but also by defending them once they're 
yours. 


% The members of each team have the same skin, so Abilities that enable you to 
change your appearance can be extremely useful. | 


® Stealth is often a good way to defend a territory. Blend within a crowd or use a 
hiding place inside the territory and rotate the camera to keep an eye on all possible 
points of entry. You will easily spot any member of the opposing team that rushes 
towards the objective. Abilities that create lookalikes of your character are quite | 
useful, as they allow you to survive longer. | 

% The Pistol is of great benefit while defending a territory. You only need to briefly 
leave a place of concealment to fire it, and it removes the need to cross open 
ground to intercept an interloper. 


® |f you notice a rival closing in for a kill, consider dropping a Smoke Bomb, as this 
has an area of effect that can neutralize multiple targets. 


territory, feel free to stun them for the benefit of your entire team. 


™ You can sprint or free run to reach a territory as long as you are not in the line of 
sight of anyone inside. As you get close and become visible to a potential defender, 
walk and try to act as civilians do in order to allay suspicions. Use an Ability if you 
don’t want to take any chances. For example, activate Disguise just before you 
reach a territory. This means any enemies defending it won't identify you as you 
change skins. 


™ |f you stun a target inside a territory, keep that target in sight until they revive. 


% [fan unidentified opponent enters your territory, stay blended and watch everyone 
within the area to detect clues on who the interloper might be. Abilities that reveal 
targets are especially useful for players focusing on defense. 


% Don't automatically respawn if you get stunned, as you will regain control of your 
character faster if you just wait. Respawn only if you’re sure that you have lost the 
territory that you were defending, as this will usually teleport you to a position 
closer to another territory. 


™ Coordinate with your allies to have one character defending each captured territory, 
and the others trying to conquer new ones. Not only do you score points by doing 
50, but you also prevent the opposing team from scoring. Teams that cooperate will 
almost always enjoy an overwhelming advantage over those that act as a ragged 
collection of individuals. 


™® Resilience is very useful when you defend a territory as it enables you to recover 
faster when enemies use Abilities against you. 


% Use Glimmer when you are on the periphery of a territory, ideally around a corner or 
behind an obstacle (fi). This will enable you to capture the territory without being 
spotted by your enemies. If they look at your position from a distance, they will 
simply see nothing at all. 


® The Daze Streak works wonders in this mode. Activate it while you capture a 
territory and you will have a decisive edge against your rivals. 
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ode: Cooperative (1-4 players) 
Objective: | Achieve the highest score by killing targets in timed sequences. 


E Duration: | up to 25/30/35 sequences (on Standard, Difficult and Hardcore especie) | 
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% Objective: Your goal in every timed sequence is to reach the score threshold before the 


end of the countdown. This can be achieved by killing Al-controlled targets. For each 
sequence, you will usually have as many targets as there are members in your team. 


Discovery/Unleashed: The Discovery mode invites you to explore the various maps 
available and learn the basics of Wolfpack. Even if you're already famitiar with Wolfpack, 
you should take the time to play this introduction, if only to famitiarize yourself with new 
features, such as Defense and Infection sequences. Once you've completed this and feel 
cy you can move on to Unleashed — the true Wolfpack Sialerae. 
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© Difficulty: There are three difficulty settings available in Unleashed mode — Standard, 


Difficult and Hardcore. increased difficulty means higher score thresholds to reach, 
less extra time granted after each sequence, more reactive enemies, and more 
sequences to complete. You must first complete the mode on Standard to unlock the 
other difficulty settings. 


™ To save time, which this game mode is ali about, run as long as your target can't see 


you, then complete your approach by fast walking. 


™ The usual Bonuses apply, but you can also get extra points by killing a target at 


the same time as your teammates. In addition, you can get more bonus points by 
completing secondary objectives that appear onscreen. 


Discuss the selection of Abilities with your teammates. Choose Ability Sets that 
complement each other well or expand your tactical options. 


More generally, this game mode is all about communication. This is especially true 
in Hardcore. You need to speak with your teammates at all times to act as an efficient 
unit while synchronizing your kills, identifying the team member best positioned to 
intercept a fleeing target, and so forth. 


It is essential to synchronize your kills to maximize your score with every wave of 
enemies. Use the OSD in the middie of your screen as a visual guide. All members 
of your team are represented by their portrait. If the sword icon below a teammate's 
portrait turns white, it means that player is within killing range of the target. If the 
portrait’s background turns red and blinks, it means that player is being detected 
by their target. When all team members have locked their targets, a “Go!” prompt 
appears onscreen, enabling you to synchronize the kills and maximize your score 
(i) 

You get special Sync Kill opportunities for certain waves. Synchronize your kills as 
usual to get a massive kill bonus. 


Every once ina while, you will have a chance to kill an extra target. There's no penalty 
for missing this opportunity, but it offers you a way to secure additional points. 


During Defense Sequences, you have to protect chests from incoming targets. 
Plan these events ahead with your teammates: ideally, you should all be spread 
across the relevant section of the map, with all chests in the field of vision of at least 
one player. Kill anyone who is attempting to capture them, including Looters who 
make themselves almost invisible with the Glimmer Abilitiy. Completing a Defense 
Sequence is rewarded with extra points based on the remaining loot. 


During Infection Sequences, you face special archetypes that are by default 
immune to your attacks. You can only eliminate the infected targets after collecting 
Healthy Packets, though the effect of each item lasts for a brief period of time. Your 
goal is to identify all the infected targets, then pick up a Healthy Packet and have the 
entire team eliminate all targets as swiftly as possible, ideally from behind to avoid 
detection. If you fail to dispatch them all, you will need another Packet. Killing all 
the infected foes completes the sequence and rewards you with extra points for each 
remaining (unused) Healthy Packet. 


™ Each enemy archetype has specific traits that will enable you to determine how best 


to approach them. Refer to the table opposite for further details. 


"SAMPLE ABILITY SETS =. 
™ "Standard r Difficult/Hardcore | 

| Firecrackers — | Disguise —s j 
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| ™ Atthe end of each session, you will receive an additional score bonus based on time 


remaining. 


Orange bars above your target mean that they are detecting you. White bars indicate 
that they're no longer suspicious, 


In Hardcore, you really need to maximize your score to reach milestones. One essential 
step to fulfill is to secure the Variety bonus several times, which requires that you obtain 
four different Kill bonuses from the following six: Focus, Chain, Acrobatic, Hidden, Grab 
and Bench (the latter two being the hardest to get). Every time you accomplish this, the 
counter is reset and you can earn the Bonus again. If every participant manages to get at 
least a handful of Variety Bonuses, this will be a massive boon for the team. 


Try to Ground Finish all of the targets before they disappear. You can do this multiple 
times by locking the targets‘that have been killed by your allies (Gi). If every 
teammate does this consistently, you will accumulate plenty of additional points 
throughout each session. This is especially important on Hardcore. 


On Hardcore, it's essential to make sure that every target is taken care of by a single 
team member. If you make the mistake of having two allies on one target, you will 
lose time tracking the final victim, which you simply cannot afford in this difficulty 
level. To ensure that you avoid this mistake, use the OSD in the bottom-right corner 
of the screen. ideally, there should be one teammate per target. For advanced waves 
of enemies, consider switching targets with a teammate when you are closer to each 
other's current prey. 


On all difficulty levels, but especially on Hardcore, try to complete as many Extra 
Objectives as you can to score additional points. You always have two Extra Objectives 
available at any given time, and you can complete both simultaneously. Ideally, you 
should focus on traditiona! bonuses that will net you a lot of points (especially those 
that trigger multipliers, such as the Hidden bonus), and integrate the Extra Objectives 
as a cumulated boon in your tactics. 


Your team should avoid using all of its Abilities for a single wave of enemies. This 
enables you to react more efficiently during an emergency, such as when a target is 
fleeing. 


Smoke Bombs can enable you to kill multiple targets simultaneously (within the same 
radius/area of effect) and get big scores (fi). 


Craft Poison Darts to reduce the Cooldown and make the ability available as often as 
possible. The Pistol is also useful for killing targets that run away. 


Abilities that reveal targets (such as Wipe) are very useful for later waves where 
enemies disguise themselves. For experienced players who can identify their targets 
without any help (using line of sight and portrait color alone), it makes more sense 
to favor Abilities that make it easier to approach targets undetected, such as Disguise 
and Glimmer. 


. : WOLFPACK ARCHETYPES: = 


Appearance | 


Name 


f Basic Fighter 
mi _| Detect only notorious players, especially 


Advanced Fighter 


Elite Fighter 


Basic Coward ' 


| 
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those who stay in front of them for too long. 


Detect in all directions after a few seconds, 
especially if you approach them from the front, 


Detect only notorious players in front of them. 


*% Approach them with Fast Walk, ideally from behind. Don’t waste Abilities against them. 
™ If they detect you, they will attempt fo Stun you. 


i 


ie Very aggressive if attacked from the front. Assassinate them from behind, using 
| obstacles or Blend opportunities to hide during your approach. 


™ |f they have Blender, take the time to identify them prior to assassinating them. Use 
either the Compass and line of sight, or an Ability. 


% |f they detect you, they will attempt to Stun you. 


| ™ Will flee if they detect you. 
™ Approach cautiously with Fast Walk and they're easy targets as they cannot counter. 


Advanced Coward 


Detect even cautious players if they approach 
from the front, and have fast detection times. 


Will flee if they detect you, 


| ™ You will waste time chasing them if they detect you. Always approach them from behind 
| for an easy kill. 


mae 
| 
H 


Elite Coward 


Detect in all directions from the moment you 
see them. 


® Will flee if they detect you. 


™ Very hard to chase. Assassinate them from behind, using obstacles or Blend 
opportunities to hide during your approach. 
i] 


Ala — 


in Looters often use Glimmer. Keep the chest in sight at all times and look for their 
characteristic “aura”. 


| 


% Thieves use Disguise and Blender. A Thief running away from a chest can be a decoy, | 


as 


| Striker 


| ___________1 quickly detect any player in front of them. 


. 


Detect in all directions from the moment you 
see them. 
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| mw These enemies protect Looters and engage in combat, but they're not a big threat. 
| ™ Have a player cover the chest, while another dispatches them from behind. 


+4 
| Try to assassinate them, using obstacles or Blend opportunities to hide during your 
approach. 

ie if they detect you, they will attempt to Stun you. Abilities that have an effect on crowds 
can be useful to counter their Bodyguard and reveal them 


Infected 


Quickly detect notorious players, even from 
behind. 


sears 
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% Approach them cautiously and from behind, 
® |f they detect you, expect them to activate Abilities. Keeping a low profile is sometimes 
safer than a direct confrontation. 
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The Game Lab is a brand new tool that enables you to create unique game modes. The principle is simple: using existing game modes as a basis, you can tweak over 
200 parameters (Abilities, Score Bonuses, session time, and so forth) to engineer your own set of rules and objectives. 


After playing a game mode from the Game Lab that you enjoyed, you can save it from the Results page to easily access it again at a later date. You can also set up to 
three favorite Game Lab configurations, which other players can view while checking your profile. 


Just to give you an idea of how you can use the Game Lab feature to create fun challenges, here are a few examples of interesting custom Game Modes. 


GAME MODE: ASSASSINATE 
. a 


GAME MODE: MARKUNT 


(Category | _—Parameter Value |) |__—CCategory | Parameter Value si 
' | Map Type Any Small__ | General Allow Look-a-likes On = 
| Lae Allow GroundFinishes | SSSS=OE =) | | Ban al bites Bs os | 
“Allow Look-a-likes 0 Hae | Ban all Ranged Abilities | n i 
Ow whispers eee Ue | Ban aN Peres SS 
[ Mode |_ Map Type a ce Small | —_ | Ban all Streaks & Bonuses |_| _ On | 
| | Banall Abilities | [crane | Mode _ | MapType Saiki ae lage | 
| Abilities | Ban all Ranged Abilities | On | |_All set to 0 except the following: | cs, 
| | BanallPes | On | | Failed Approach ae 0 _ 
jee — | Ban all Streaks & Bonuses di _ On | | PoorApproach = 
| Failed Approach ae i | GoodApproach | ae 7 
|_Poor Approach = te ies GreatApproach —_— 
| Good Approach __| il | | Perfect Approach ioe : : 10 a 
| Scoring be Great Approach f+ se in -_ | Ground Finish ___| 
|_ Perfect Approach 1 2) Scoring lure = __ a AS cae 
Stun ae) ee! 2MuliKils ee 
ee nies __Allsetion | 3 Mult Kills aes 10, : 
' Target's Portrait, _ Force Off a 4AMultiKills IE 2 
| Targets Info Foe of Hidden Alone | 
| Interface Approach Meter __ ale Fore Of Ss Wate 4 
AbilityHUD | Force OFF = ASS$teg 
i" | Actions Info | Force Off |i eae Multiplies iS Allsettoxt 


GAME MODE: ARTIFACT ASSAULT 


: GAME MODE DOMINATION 


[Category i Parameter Value | Category | __ Parameter Value ; 
| Allow Melee Kills { Off | Instant Win ——_ — Of 
Allow Stuns a eo dey} Capture Zone Size a Small bi 
| Allow Look-a-likes ‘a a: ee | Mode Numerical Superiority = (ea ON oesueneal 
“AllowWhispers | Le Team Capture _| eee 
General |_Allow Heartbeats : iZ _ Off Seat! Controlled Zone Feedback | _ Attackers | 
Approach Meter Start Zone He eee {oo Enemy Zone Feedback | ______ Attackers . 
| Lock Awareness ul) _On ee ie |_Force Ability Set — — 
| Target Lock Duration — Infinite | | Ability) = SCT ire Bomb 
Ranged Weapon Aim Time “Fast ine Ability2 [Smoke Bomb 
| Capture Zone Size Se ee Small — _ | Abilities Perk 2 SA RE — 2 Empty pees 
Mode |_Artifact Pick-up time_ a 2s | Streak _ nie Empty 4 
Sa eee Compass Interference Off ee | [Banus - ___Empty | 
| Force Ability Sets eee lo | Ability Cooldown : Short 
| Ability 4 — ____Animus Shield sj Adjust Crafting Soon Max m 
| [Ability | Empty 
Abilities coe ae $Y en - - 
Perk 2 a... ’ Empty _| _o Parameter ate Value | 
| LMillSteak Empty __ General. Approach Meter Start Zone | Full 
| bossBonus Empty Mode MapType = ——idSsS small 
| | Ability Cooldown ___VeryShort | Force Ability Sets : = { 
_ Adjust Crafting Max Ability) | SEmpty SS 
Ability2 | Empty 
Range a _ Empty 
ti Perk 4 Kill Buffer | 
Abilities “Perk2 | ____ Resistance 
Kill Streak pes es ees Animus Hack 
Bonus | MinorHack 
Ability Cooldown | ___Very Short 
______} Adjust Crafting _ | sé 
Er Allsetto 0 exceptthe following: | = — 
Failed Approach 1 | 
Poor Approach == ——— 
Good Approach _.. aaa 4 
Scoring Great Approach — 1 sll 
Perfect Approach _ a | 
Shun ie ae 
Animus Hack 5 
Contested i x1 


GOLDEN RULES 


™ The most important principle in Multiplayer mode is that it is your score that 
matters, not kills. It's not how many targets you kill, but how you kill them, For 
further advice, see page 272. 


™ Stay on the move. You have a target to track down and you are being hunted 
constantly. You should only remain still in very specific instances, such as 
when you are hiding from a pursuer or poised to spring an ambush. 


_ ® You should spend most of your time in each session in Low Profile — in 
other words, walking or Blending. High Profile actions should only be used 
in emergency situations, or to accomplish specific goals. Whenever you 
perform High Profile moves in the open, you run the risk of being detected 
instantly, 


= Jo approach a target without exposing yourself, don't forget the Fast Walk 
move. It's faster than walking and doesn’t deplete your Approach Meter — 
though experienced players can identify you when you change pace. 


™ Avoid surrendering points to other players by allowing yourself to be killed 
or stunned. Be patient! Running towards a target will get you to them more 
quickly, but will also increase the likelihood you will be noticed (or, worse, 
Locked) by other players. 


PeILity SET TIPS 


ADVANCED TIPS 


= Make sure you don’tkill civilians, Not only will this reveal you to your opponents 
and prevent you from performing kills or stuns during the animation, but you 
will also lose your current contract in most game modes. 


* A player with higher XP and character resources will always have an advantage 
in terms of variety and versatility, so just keep playing. Your progression curve 
will flatten out, with higher Levels coming more slowly, but the advanced 
Abilities are worth striving for. 


® |mprovise, don't strategize. Concentrate on finding your target as quickly as 
possible, but remain alert and be ready to switch tactics in an instant. 


™ Blending with moving crowds enables you to approach your target without 


being spotted. 


™ Try to Lock your target whenever you identify them. Locking enables you 
to keep track of opponents, even when they move out of view (though only 
briefly), and helps to avoids situations where you execute civilians by mistake. 


™ |t makes sense to use Abilities sooner rather than later. Even with default 
Cooldown periods, the assignment of contracts and tracking time with a full 
Ability Set roughly equates to one Ability per kill. 


™ As you level up, you will acquire additional Ability Sets for a range of 
strategic options, enabling you to choose various sets of complementary 
powers. Give each set a unique descriptive name to facilitate quick choices 
before respawns. You can browse and change your Ability Set with €> every 
time you respawn. 


® Don't forget that you can upgrade your Abilities by Crafting them — though this is 
only possible once you reach certain Prestige Levels. See page 280 for details. 


™ |f your opponents take to the rooftops, a focus on ranged Abilities may catch 
them out. If they act aggressively, defensive Abilities will humiliate them. If 
you suspect that the other participants are more experienced than you, choose 
a favorite Loss Bonus (such as Scavenger) to remain competitive. 


% Remember that Abilities are not 100% reliable. The fog of a Smoke Bomb 
can be avoided during the explosion delay; the trap of a Tripwire Bomb or 
Booby Trap can be negotiated by walking carefully around it; you can even 


DEFENSIVE SETS ~ 


| SeBotstmcn: _ 
Animus Shield 


Abilities ~ Smoke Bomb Booby Trap 
Knives Pistol 
Kil! Buffer | Kill Buffer 
Perks 
Determined | Blender 
a a 
Animus Hack | Mass Morph Daze 
Streak & Bonus | oe 
Scavenger | Score x2 


SCORE & BONUS TIPS 


™ {fyou notice an opponent about to take you down, quickly press @. You will earn 
a Contested bonus, which is better than earning nothing. 


= There is a short period of grace where you remain technically hidden even after 
leaving a hiding place. Take advantage of this to earn a Hidden Kill bonus. 


= When your target is hiding in hay, jump in yourself. This will force him or her out, 
setting up an easy Hidden bonus. 


% In any given round, try to mix up your kills. There are significant point bonuses 
for variety. 


escape the effect of Wipe by staying out of your opponent's range for a 
second or two. 


* Some Abilities have a counterpart that undermines them. For example, 
Firecrackers can reveal! a Disguised or Morphed target; Knives will slow down 
a target even if they have the Hot Pursuit Perk. 


* Abilities such as Wipe and Distortion will silence Whispers for affected players. 


™ The Knives, Disruption, Wipe and Smoke Bomb Abilities can all prevent 
an opponent from aiming with Ranged Weapons, using a thrown Ability, or 
Teleporting. 


™ You can break an opponent’s lock with the Time Phase, Wipe, Firecrackers, 
and Disruption Abilities. 


® To get you started on ideas for good combinations, here are a few selections 
of skills that complement each other well: 


~<.. QFREMSIVE SETS © ~ 8 


Set Set 2 
Morph Disguise 4 
Abilities Wipe Glimmer — Bodyguard % 
Poison Dart Disruption — Sabotage 
Hot Pursuit Overall Cooldown | Blender 
Perks ies, = 
Unstoppable Resilience Kill Buffer - 
| Revelation Streak +250 | Streak +550 
Streak & Bonus a a ae —— 
Minor Hack Scavenger | Boost Cooldowns 


® After you perform a kill, close proximity to other players will delay the assignment 
of another contract. Move to the outer edge of the map to reduce the waiting 
time. 


® When another player kills your target, don’t forget to finish them off for a Ground 
Finish bonus. 


% The better your approach is, the shorter the kill animation will be. This will help 
you to remain unnoticed and move on immediately to your next target. 


™ When an opponent has activated Animus Hack or Minor Hack, the best way to 
survive is to stay hidden until the effect ends. 
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OPPONENT IDENTIFICATION: a. 


= Once you hear whispers, you know that your pursuer is drawing near. 
Conversely, when you hear heartbeats, you know that your target is nearby. If 
you are finding it difficult to hear the whispers, try adjusting sound levels on 
your TV, or use headphones. You can also adjust the volume of the in-game 
music and sound effects via the Options menu. 


% An arrow inside the Compass tells you when your target is at a different 
elevation, perhaps striding over rooftops while you stalk the streets, or walking 
ona different floor level (fi). Use this to plan ahead your approach and know 
where to look when tracking down your target. 


® Blending isn't half as effective as standing next to a civilian with an identical 
appearance. This leaves the sticky problem of deciding who to strike, which 
should at very least stow down an opponent. 


© |f you're trying to kill a target that has a lookalike in a Blend group, you can use 
the line of sight to identify which one is your target. Position yourself behind an 
obstacle or around a corner, and inch round slowly to have only one character at a 
time in your line of sight: the color and brightness of your target's portrait will reveal 
which lookalike to kill (4 & (2). Conversely, when you use a lookalike defensively 
(with Blender, for instance), try to position your character in such a way that you will 
appear in the line of sight of your pursuer at the same time as your clone. 


— 


™ When you have spotted a target that has also identified you, the outcome of 
the duel is often determined by Abilities. Use the Ability that hassthe most 
profound and long-lasting effect: for example, a Smoke Bomb incapacitates 
its target whereas Knives will only slow the target down. 


= Moving at a higher elevation increases your chances of targeting your 


contract.,fyou are on a rooftop above them, the range of an air assassination 
while in pursuit exceeds the proximity you would need to reach them at 
street level — and you won't take damage from falling. At the same time, 
rooftop activity marks you out to all other players. 


= Some characters are harder to spot at a distance than others, particularly for 
new players. {f there is one you find troublesome, simply choose that skin 
as your own to avoid this problem. There is a chance, of course, that your 
pursuers may have the same trouble identifying you. 


= Watch how Al-controlled civilians move and attempt to imitate them. Other 
players are just as busy as you, so a rough approximation will enable you to 
pass for an NPC on many occasions. 


« |f your pursuer performs a high profile action while in your line of sight, a red 
icon will appear above their head, making them very easy to spot ®. 


= When a player moves his camera to look behind, his character sometimes 
moves his head — use this distinct “tell” to locate your rivals (fZ). 


_ on 
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™ Take a moment to stop and look at which way the arc is moving on your 
Compass. By interpreting its width and direction, you may be able to intercept 
your target at the nearest intersection. 


« |f your target is constantly running around on rooftops, you can either chase 
them up there, or save your time and earn a bonus by shooting them in the 
back with the Pistol or a Poison Dart. 


® The moment you locate your target and assassinate them, even if striking from 
a hiding place, you break your cover for the entire world to see. You are never 
more likely to be killed than at this moment, so you may benefit from a swift 
getaway rather than blending or hiding. 


= Use Poison or Poison Darts to avoid creating a disturbance, then make a 
discrete departure — the ensuing commotion may distract any opponents 
closing in on your approximate position. 


HIGH PROFILE ites 


= Hold @ to barge civilians aside and gain precious time while running through 
crowds. 


= When falling, press @ to grab a ledge. 


™ During chases, press @ or @ to vault over small obstacles and outrun your 
opponent. 


™ When in close pursuit of a target, don’t forget to regularly look around to 
identify opponents zeroing in on you. 


™ Ranged Weapons make short work of anyone scaling walls or free running. 


= Always climb in steps, using beams and poles, and make distance on flat 
ground or free running surfaces. Scaling a wall leaves you open to ranged 
attacks. . 


™ jf you have your pursuer locked, press @ rapidly as they close in for the kill 
and you have a greater chance of incapacitating them and ending their pursuit. 
Worst-case scenario, you will get an Honorable Death bonus for your troubles. 


™ When a pursuer is chasing you, you can use the Disruption Ability as you go 


round a corner or behind an obstacle, then suddenly turn around and stun your 
opponent. 


TEAM TACTICS 


* In team modes, use €3 and & to switch targets and adjust your Compass and 
Approach Meter. You can see every target that can see you if they are within a 
set proximity. 


® Cooperative actions boost scores. Before rushing to complete a kill, check if 
you can’t maximize the return by involving teammates. Plan your Ability Sets 
together for offense or support roles. 


™ Whenever you are close to an ally who has just killed a target, run to the 
victim and perform a Ground Finish for an easy bonus. This can be achieved 
by all teammates and is a great way to maximize your score if you move in 
formation. 


« [fyou see a teammate being stunned while standing in close proximity, try 
to kill their target and then immediately revive your ally. You will not only 
save your cohort precious seconds, but also earn more points; remind him 
or her to perform a Ground Finish on the vanquished target. 


™ When you Lock a target, your partners see them Locked too, which helps to 
coordinate your actions. 


« |fa partner is killed or stunned, their assassin is ripe for a counterattack ({@). 
Cover each other when close, as you will be drawing both of your hunters to 
the same location. 


« Press @ to revive a stunned ally and earn a bonus ({i). 


« Use your Target HUD to switch between targets, then go for the opponent who 
is closest, or in the most interesting location. Don’t necessarily settle for the 
first assigned target. 


« Animus Hack isn't as effective in team modes, as you only have a maximum 
of four targets. 


« Use your teammate to drive a target towards your location. Setting a trap with 
Disguise is effective, as many opponents will expect to recognize their pursuers. 


« Adjust your solo and cooperative efforts to suit the situation. When trailing, 
work together on one target for quality kills and Team Bonuses, Once you take 
the lead, it can be advantageous to split up and take a target each. 


= Remember that a Chase Breaker that was closed by a teammate will 
automatically reopen for you. 
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To help you to familiarize yourself with each arena, the maps that follow reveal ce 

oe bein: eer As L Falling Platform | 

the layout of the destinations you will visit. They also include the positions of | ® : 9 i 

all points of interest, such as Chase Breakers and elements exclusive to certain | © Garner Helper r > rs Gone a) | 
game modes. a 

| D Closing cates Artifact & Base (Artifact Assault only) | 
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SAINT-PIERRE : - 


—— 


® When playing Artifact Assault and defending the Artifact close to the sea shore, an 
effective tactic is to set an ambush at the first Closing Gate leading to the inner city 
using a Booby Trap or Tripwire Bomb (@)). 


™ Alternatively, wait for your enemies on the other side of that gate and take them down 
right as they emerge (@)). 


® You can try to trick your target or pursuer by climbing in the trees, especially those 
growing in the northern courtyard (@) — oftentimes they will not notice you 
immediately. 


™ If you have too many pursuers after you, seek refuge inside houses, either in 
the center of the map or near the sugar cane plantation. Once inside, blend 
in a crowd and use a Smoke Bomb to secure an entrance or a Bodyguard 

to protect you. 


LA HAVANA 4 


™ [a Havana is a very intense map: the Pistol, Animus Shield and Smoke 
Bombs tend to be more effective than Poison or Knives. 


* Staying in High Profile in the market (@®) will get you detected. Other 
players will likely stand on the roofs of adjacent buildings, looking for such 
potential victims. 


® While on the ground, avoid standing still for too long. The only locations safe from 
gerial kills are the market in the north (@), the courtyard to the west (@) and the 
tavern interior in the southeast (Q)). 


™ In Artifact Assault, it is often safer and faster to run on rooftops than at ground level, as 
the buildings will offer natural protection against Pistol shots and Knives. 


* |nDomination, an efficient attacking method is to go around a Territory, find a back entrance 
and approach stealthily. High Profile, all-out attacks can also work if you keep jumping 
around between the many objects and obstacles in each Territory to outmaneuver your 


opponents. 
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SABA ISLAND 


w When overwhelmed by pursuers, you can ambush them from the 
crowd just behind the racks, in the southeast of the map @). Once 
blended in that group, you can easily rotate the camera to identify 
incoming pursuers. You can also apply this strategy around the 


temple (@ & @). 


« The jungle in the center of the map (@) iS a very dense area 

where you have to pay attention to rivals both on the ground 

and in the trees, keeping in mind that some of them can be 
concealed by vegetation. 


« The top of the house in the center ©) is a vantage 

point that offers a commanding view of the entire 

map ~ though this also means that your enemies can 
shoot you from afar. 


cee 


« |n Artifact Assault, both Artifact 
positions are very open. It makes 
more sense to intercept targets 
towards the middle of the map than to 
defend the Artifact positions themselves. 


= You're very exposed in the jungle’s uppet- 
route. Stay at ground level and use blending 
opportunities instead. 


™ The tower in the middle of the map (@) is a 
great vantage point in Assassinate and Artifact 


Assault. 


= Booby-Trapping the Chase Breakers close to the 
Artifact zones (@) works well to stop thieves. 


SANTA LUCIA 


«= The distance between the Artifact Zones is relatively short. A grab-and- 
run tactic launched from the top floor of the fish market (@) can be 
surprisingly effective. Alternatively, you can go through the market 
while blending, or approach the enemy Artifact from either side, 
rather than the front. 


* When about to capture an Artifact, scan the roofs for pursuers: 
these can be easily disabled with Knives, Sabotage or Time 
Phase. 


= You can use the various free running elements to confuse 

an enemy defending a Domination Territory. Stay off the 

ground at all times until you capture the Territory and 
they'll have a hard time catching you. 


« The second floor of the fish market is an excellent 
Spot to mark your targets and defend your chests 
on Wolfpack. 


PORTOBELO 


« While playing Artifact Assault or Domination, Booby Trap can be a good addition ee es 4 arin « 1th: 
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to your Ability Set. Many players will tend to use the Chase Breakers close to the 


Artifact positions (@) since there aren't any roofs to navigate on this map. ‘RE: uw 


% The absence of rooftop routes also means that you don’t have to worry about aerial kills 
and can focus on your approach. This map ts all about anticipating the movements of 
your targets and intercepting them. 


* The central plaza (@) is a really dangerous place in most game modes. You can use the 
walkway around it to spot your targets and wait for an opportune time to strike. To that end, 
the crowd at the south end of the plaza (@)) offers a very interesting blending opportunity. 


« With a crafted Teleport Ability, you can warp from one side of the map to the other without even 
crossing the central plaza. 


= In the storage area, take advantage of the wooden panels (@) to activate Disguise or Glimmer 
before attacking a Domination or Artifact Assault zone. 


® The corridor in the southeast corner of the map and the hiding place near the large table ®) are great 
spots to intercept rivals contesting the Territory in Domination. 


* This map is very flat and there aren't many avenues of escape. Favor stealth tactics 
and do your utmost to avoid actions that attract attention. 


* Booby Traps and Tripwire Bombs can enable a single player to protect a 
Domination Territory alone while their teammates are on the offensive. 


= You can score acrobatic kills on unaware players from the scaffold in the 
center courtyard (@). 


™ In Artifact Assault, the longer routes are safer. Avoid going through the 
central courtyard. 


= There are many Chase Breakers on this map, which makes the 
Unstoppable Perk extremely effective when you need to catch and 
kill a fleeing target. 


« You can engineer corner stuns on this map: break an incoming 
pursuer's Lock with Disguise after you round a corner, then 
lie in wait until your opponent is in range. Conversely, pay 
attention to the Compass while chasing a target to avoid 

being ambushed yourself, 


TAMPA BAY 


™ When many pursuers are homing in on 
you, the central courtyard (@) is the best 
area to lose them. Simply run through the 
many entrances and hide beneath the arches. 


« |n Artifact Assault, the best defensive tactic is to 
stay in the center of the map and intercept Artifact 
thieves on their way back to their base. 


= Lots of kills occur from and around the cathedral’s 
rooftop in many game modes. This means that setting 
Booby Traps on the Lifts leading there can be very efficient. 


™ The area under the central tower (@) is the perfect place 
to get multiple Aerial, Acrobatic and Pistol kills, which can 
quickly add up and lead to an Animus Hack. 


« |f you have pursuers chasing you from above, consider retreating 
to the central courtyard (@), where they won't be able to find you 
from the rooftops. 


This chapter offers a short recap of all secrets and unlockable extras in Assassin's 
Creed IV, as well as an extensive analysis of the central storyline — including hints 
and speculation on potential developments in future episodes... 


SPOILER WARNING: IF YOU HAVE YET TO COMPLETE THE MAIN STORYLINE 
OF ASSASSIN’S CREED IV, DO NOT READ THIS CHAPTER. THE FOLLOWING 
PAGES CONTAIN SPOILER MATERIAL AND PLOT REVELATIONS THAT WILL 
DIMINISH YOUR EXPERIENCE IF STUDIED PREMATURELY. 
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UNLOCKABLES 


Use this checklist to identify any rewards that you have yet to unlock. 


UNLOCKABLES OVERVIEW 


Category Unlockable 


Availability/Untock 
—— i 
~] Health Upgrade | | | ingredients: Iguana Leather x2 4 
Health Upgrade Il | {Ingredients: Deer Hide x2 _ 
Heaith Upgrade Ili Ingredients: Jaguar Pelt x2 
Ingredients; Great White Shark 
siaiibalbalad \V : a a” 
{Pistol Holster i naniie Ingredients: Ocelot Pell x2 _- 
=, Ingredients; Humpback Whale 
Pistol Holster Ill risa : 
Pistol Holster 1V i Ingredients: Crocodite Leather x2 2 _| 
Pistol Ammo Pouch | Pree Wild Pig Hide x2 
ss ingredients: Hammerhead Shark i 
: Pistol Ammo Pouch tI | 
on -~ 4 Cratting (See page 249) = Sees | 
Upgrades ‘Smoke Bomb Pouch | _{ngredients: Hutia | Hide x2 = 
‘Smoke Bomb Pouch il _| (Ingredients: Rabbit Pelt x2 : 
{Rope D Dart Pouch | - Ingredients: Black Jaguar Pelt x2 
‘Rope D Dart Pouch || |Ingredients: Crocodile Leather x2 
Dart Pouchl = ttit*”s Ingredients: Howler Monkey Skin x2 | 
‘Dart Pouch II aad ingredients: : Killer W Whale Skin x2 
| Sleep Dart] | Ingredients: Blac Black Jaguar Pelt x2 
Sleep Dart | ‘nee Great While Shark 
Berserk Dart | ama ’ (Ingredients: Bu Bull Shark Skin x2 ~ 2 
Berserk Dart I | se Capuchin Monkey 
| ~ orn Ga rs __1.500R 
Pirate Cloak | __6000R 
Grimson Cioak Outfit |. 300R | 
| Privateer Outfit __ {In General Stores — 2 
‘Pirate Captain Outit 8,000R oa 
| Merchant Outfit - ____10,000R, 
|Poltician’s Outfit | _12,000R 
Explorer Outfit | Community challenge reward | 
[Governor's Quit __IFindasocahieasue je 
Officer's Outfit Complete the Gibraltar mission See page 218 


in Kenway's Fleet 

Complete all Templar Hunt 
missions and open the cage in 
the Great Inagua Hideout (see 


Templar Armor 


| 
Reduces damage by 25% 


Outfits page 184) 
rf ‘ 
Stealth Outfit ies. es Reduces detection rate for guards 
{ Mayan Outfit Complete a all Mayan Stelae and Seanacet or 
| 1 li nee) ‘open the secret door in Tulum | °°° P49 
Edward the Legend Outfit | Uplay reward See the final rows inthis table | 
Ingredients: Red Howler Monkey x1, 
bach Outft a | White Jaguar Pelt x1 | 
Ingredients: Ocelot Skin x1, Jaguat 
Feline Peit 
io cum Crafting (see page 249) Pelt x1 
i | ; Ingredients: Bull Shark Skin x1, 
Se  ecil [Hammerhead Shark Cartage xt 
i ‘Whaler Mic a “ W x3 
Altair Ibn-La'Ahad's Robes 
Ezio Auditore's Robes | Uplay reward See the final rows in this table 
Connor's Outfit io i ita 4 
“rth Cutlasses te OR 
‘Spanish Cup-hiit Rapiers — 1200R é 
Espada A Ancha __ 5,000R ! 
Privateer Cutlasses | _. _6.500R _ 
‘British sh Colonial Cutlasses In General Stores 8,000R_ 
French Court Swords Pe 
‘Pirate Scimitars. = ~—__ 10,000R. ‘i 
Swords Officer’ 5 Rapiers | I _14,000R 
French Dress Swords en ‘iy __ 3 3,000R | 
ise en Find three social Treasure ie 
| Scottish Broadsword 
si Chests je page 250 
| /Persian Scimitars | Community challenge reward 2 
: Complete all Assassin ~| 
| yee sli eatent 
{ _The Blades of Toledo 'Uplay reward ____ See the final tows in this lable 
' Pirate Blunderbusses In General Stores 800R. 
| Standard Wheellock fiGeneral Stores 
iPistls Spanish Officer Pistols  jInGeneral Stores 
i Cannon-Barrel Pistols In General Stores a 9,000R. 
| Golden Flintlock Pistols | Complete all Naval Contracts | See page 212 
| Captain Wheellock Pistols |Community challenge reward | See page 250 
Sequence 04, Mission 04 |See page 246 
{Tours 


_____ Rope Dart {Sequence 11, Mission 03 


{$28 page 246 


‘ UNLOCKABLES OVERVIEW 


ST rp ” } 
Availability/Unlock 
Category “Unlockable mlb Bi Notes 
mn “TComplete 5 Abstergo : = 
‘omplete 5 Abstergo 
Portralt #1 __ | Challenges _ 
Complete 15 Abstergo 
faced m Challenges 
d Complete 25 Abstergo 
Portrait #2 — Challenges 
| Complete 35 Abstergo 
Emblem #2 |chatenges | 
; Complete 45 Abstergo 
Portrait #3 4 Challenges 
| Complete 55 Abstergo 
Multiplayer | Emblem #3 Challenges See page 222 
Portrait #4 flea a 
: | Complete 75 Abstergo 
pressions Jan Challenges 
‘ Complete 85 Absterga 
Portrait #5 _ Challenges " 
Embiem #5 Complete 95 Abstergo 
a 
Complete 100 Abstergo 
F ~~ ws a crates — _— 4 
Manifesto of the | | 
Instruments of the Find all 20 Sticky Notes See page 220 
First Will —— i _ ees. 
| Edward Ke Kenway Figurine Complete Sequence 01 | 
James Kidd Figurine Complete Sequence 04 : 
Loreano Torres Figurine Complete Sequence 02 ; 
(Calico Jack Figurine +| Complete S SequenceQ3 
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i 
30 Cheat #3: No Quarter 


setting: dawn, day, sunset or night. 


Fills Kenway’s speech with clichés from pop-culture 
pirate lore. 


} 


\ 
ment 
{ 


Neither Kenway nor the Jackdaw regenerate health. 
ee 2 pr en EE were! 
“Tcheal #4: Scourge of the Maximizes your Wanted Level, which causes Hunters | 
= Seven Seas to constantly come for you. 
[ 50 j Cheat #5: Loaded to the Gunwale | Makes Kenway perpetually drunk. 
| are “T Enables you to lock the ocean's wave intensity i 
| 60 ) Cheat #6: Poseidon's Wil to a single setting: no waves or epic waves, 
70 Cheat #7: Dead Men Tell no Tales } Kenway and the Jackdaw take no damage. 
80 | Cheat #8: Shiver Me Timbers! Morphs all enemies into Rabbids. 
90 | Cheat #9: Armed to the Teeth Kenway and the Jackdaw have unlimited ammunition. 
I 100 Cheat #10: Deceased Crew } This cheat populates the Jackdaw with a skeleton crew 


In this section, we take a look at plot developments that may have a bearing on the overarching storyline that began with Desmond in the Abstergo laboratory 
at the start of Assassin's Creed. Browsing the series recap on page 10 may help to fill in a few blanks or refresh forgotten details before you continue. 


SPOILER WARNING! In addition to presuming a high level of Assassin’s Creed knowledge, the following pages contain brutal Black Flag spoilers — not to 
mention countless attempts to second-guess developments for future episodes in the series. 


What is the origin of the new Animus technology employed by Abstergo Entertainment? 


Fully exploring all present-day sections of Black 
Flag leads to revelations concerning the history of 
the Animus project, and the existence of Abstergo’s 
Surrogate Initiative. These are witnessed via 
surveillance footage (and one personal recording) 
recovered from the home of Warren Vidic, long- 
serving director of the Animus project, following his 
death during the events of Assassin’s Creed III. 


To answer this question, a recap of these “secret” 
events is necessary. 


A small Abstergo R&D program established during 
the early 1980s as an offshoot of the preexisting 
Animus project, the Surrogate tnitiative was led by a 
scientist named Aileen Bock. It is worthwhile to note 
that Aileen had no direct affiliation with (or, we are 
led to understand, awareness of) the company’s true 
nature as a front for the Templar Order. 


At that point in time the core Animus team, led 
by Warren Vidic, sought to use the technology 
to explore the embedded ancestral memories of 
living test subjects: a familiar concept central to the 
Assassin's Creed storyline to date. Having individuals 
experience specific moments in the lives of their 
own forebears was viewed as the most direct and 
promising application of the Animus hardware. It 
certainly appeared to offer the most immediate 
and valuable results. One of the principal benefits, 
we learn, was that the brain of each test subject 
somehow contributed to the mechanical procedure 
of Animus usage, enabling Vidic and his technicians 
to easily record a detailed audiovisual representation 
of their experiences for later analysis. For Templars 
seeking hidden First Civilization artifacts and long-lost 
information, this had very obvious applications. 


By contrast, Aileen Bock’s Surrogate Initiative was 


an attempt to develop processes whereby a test 
subject could explore memories present in a genetic 
sample taken from another person entirely. This 
approach was fraught with technical difficulties and 
practical drawbacks. It was quite clearly physically 
exhausting, even intensely painful, and often led to 
active physical participation during the experience, 
an alarming form of “acting out” from the test 
subject. It was a far cry from the serene repose of a 
more conventional Animus experience. 


Aileen’s small team struggled with the limitations 
of then-contemporary computing technology. The 
nascent Surrogate Initiative tech could not exploit the 
primary boon of the main Animus program — using 
the brain of the Animus user to process each session 
into an easily interpreted data stream — and so her 
team was forced to decode the information they 
obtained through 1980s computer hardware. With 
periods of immersion most accurately measured in 
seconds — at best, barely minutes — the results were 
far from spectacular, and markedly less impressive 
than the triumphs of Vidic’s team. It would take hours 
to process a simple audio feed; a visual representation 
of events could take months to generate. 


The technology was also hampered by issues relating 
to bloodlines and compatibility. At this embryonic 
stage, it was not possible to utilize a sample from 
a random source. Aileen, as both project lead and 
primary test subject, used genetic material taken 
from her son. Even with their relatively high level of 
compatibility, her connection to the memories was 
tenuous and altogether fleeting. Itis suggested that the 
prospect of experiencing memories from a separate 
lineage seemed to be a frustratingly remote possibility. 


Granted a scant fraction of the funding and 
resources offered to Vidic, Aileen’s project was 


viewed as an R&D curio: an interesting future 
technology. By sheer chance, however, these 
experiments exposed her to a momentous event in 
the life of her son’s paternal grandmother — Aileen’s 
husband’s mother — that contained a reference 
to what we can assume to be a First Civilization 
artifact. This provided the Surrogate Initiative with 
a significant boost in funding from Abstergo’s 
Templar hierarchy, with instructions to explore the 
promising memory strand with care. This was a 
development that Aileen met with both delight and 
quite understandable incomprehension. 


Aileen’s rising star (and complications in the 
main Animus project) aroused the cupidity of 
Warren Vidic. Having maintained a close eye on 
his potential rival via hidden surveillance for some 
time, the Templar worked to undermine a new rival 
while ostensibly providing support. Desperate to 
secure meaningful progress, Aileen pushed too 
hard, too fast, and experienced a memory in which 
her “subject” was tortured. This sensory input was 
so vivid, So profound, that it caused her irrevocable 
harm — and led to her immediate, permanent 
departure from Abstergo. 


Though the accounts and insights offered by 
Vidic’s footage end with this final development, 
it can be safely assumed that the Surrogate 
Initiative continued under his direct auspices 
following Aileen’s accident. Absorbed into the main 
Animus project, but probably long maintained as. a 
Subordinate branch of research, years of parallel 
development enabled technicians to gradually 
overcome the most challenging technical and 
health-related considerations. Simultaneously, 
incredible advances in processing and storage 
technology would transform Aileen’s pioneering 
work from a raw and risky concept to an inevitability. 


Why didn’t Abstergo use the new Animus technology with Desmond 


after his initial capture? 


As Abstergo Entertainment are so close to the 
launch of the consumer Animus, it’s clear that 
the technology must have existed as an advanced 
prototype for some time — certainly before the 
kidnapping of Desmond. In the context of the 
broader Assassin’s Creed storyline, some may 
believe that this begs an obvious question: why 
enjoin a reluctant captive to reveal ancestral 
secrets, when you could instead employ a small 
army of researchers? Indeed, why kidnap anyone 
at all, when a stolen genetic sample might suffice? 


The probable answer is that the technology 
simply wasn’t ready. But the influence of Warren 
Vidic may also have played a part. 


It’s highly likely that Vidic favored the classic 
Animus technology because it offered 
convenience... and control. The ability to skip the 
process of sequencing and processing genetic 
data was an obvious perk: at the time of the first 
Assassin’s Creed storyline, Vidic was tasked to 
locate Altair’s Piece of Eden within a demanding 
deadline. More pertinently, though, this style of 
genetic interrogation accorded him with an eminent 
political position within Abstergo and the Templar 
Order. Rather than see credit dispersed through 
a large team and management structure (as was 
in place for Abstergo Entertainment), Vidic could 
claim personal prestige for each development. 


After Vidic’s death in late 2012, it is likely that 
his power base within the Animus program fell 
apart. With that, factions within the company that 
favored a more distributed approach to genetic 
data analysis gained an irresistible momentum. 


Though Abstergo Entertainment existed before 
Vidic’s demise, its role as the unrivalled driving 


force in Templar ancestral memory acquisition 
and research is a very recent development. 
This fact is underlined by the secret data files 
that provide information on Desmond Miles’s 
autopsy inside the Grand Temple. These serve 
to confirm that Abstergo scientists did not take 
genetic samples during his original stay in 
captivity. 


This also explains the switch in nomenclature 
used by Abstergo to describe Desmond. As a 
test subject in the classic Animus project, he 
was Subject 17. As genetic material digitally 
sequenced and processed for use by Abstergo 
Entertainment, he — or more specifically, his 
genetic legacy — is Sample 17. 


What is Abstergo Entertainment? And what do the Templars hope to achieve with this new division of their 


corporate empire? 


Abstergo Entertainment is a subsidiary launched to 
exploit the commercial potential of a feature-limited 
consumer iteration of the Animus technology. This 
device enables users to take part in full-immersion 
experiences that are patched together from real lives 
via genetic memories, carefully edited and processed 
for popular consumption. 


On a day to day basis, Abstergo Entertainment 
researchers ~— such as the mysterious, unnamed 
“player character” during the present-day section 
of the story — are delving into ancestral memories 
from Sample 17 to identify footage that can be 
adapted into Animus software. It is made clear 
that Abstergo technicians can then work with this 
data and process it into a cohesive entertainment 
experience. Sensitive information is excised, 
indelicate material expunged, and even principal 
“actors” can be replaced with more commercially 
appealing physical form. (Tellingly, memos 
discovered during hacking sequences reveal that 
Sample 17 candidates such as Altair, Ezio and 
Connor — all essentially lifelong Assassins — were 
appraised and dismissed as poor choices for 
Animus adventures.) 


Though rewarded with outstanding financial packages, 
Abstergo Entertainment staff consent to draconian 
contractual obligations as a mandatory condition of 
employment. As we see during Assassin’s Creed IV, 
certain stipulations enable the company management 
to imprison and even drug employees without 
prior notice, or access to legal recourse. In return 
for this voluntary revocation of individual liberties, 
employees gain the opportunity to work with the most 
revolutionary entertainment device in the world: to be 
on the ground floor, so to speak, prior to its worldwide 
launch. It’s clearly an exhilarating place to be — and the 
small print be damned. 


Most employees do not come into contact with 
sensitive material, especially genetic memories 
that pertain to Templars, Assassins and the First 
Civilization. For those who do, it’s clear that 
Abstergo’s Templar management have protocols and 
measures in place to ensure that such individuals do 
not break non-disclosure agreements. No matter how 


this is achieved (and we could clearly speculate for 
hours), one thing is certain: it works. 


This brings us to the deeper purpose of Abstergo 
Entertainment. Whereas the original Animus 
program restricted Templar researchers to a single 
subject exploring one life at a time, this new (almost 
industrial) methodology facilitates the use of dozens, 
perhaps hundreds of researchers working on 
individual genetic memory portions. 


Fundamentally, the Abstergo Entertainment office 
that we explore in the present is a data farm designed 
to yield a very specific harvest. Memories that 
concern First Civilization technology and valuable 
intelligence on the history of the Templar versus 
Assassin conflict? That's the wheat. Everything else 
is chaff. And the ingenious thing is, it’s the chaff that 
the Templars intend to sell to the world. 


The consumer Animus hardware itself could also 
be a Trojan horse, its apparent function concealing 
a more directly insidious purpose. For the Templars, 
mass-market penetration of the device could present 
a number of intriguing possibilities: 


«On a basic level, the monitoring of users is 
a plausible (indeed, elementary) application. 
Propaganda is another possibility. If common-or- 


garden television could be regarded as a powerful 
agent for reinforcing and exploiting the false 
consensus effect, pluralistic ignorance, or other 
forms of widespread cognitive bias, just imagine 
the persuasive power of a full-immersion virtual- 
reality experience. With the right kind of material, a 
little subtlety could go a long way. 


«in early Assassin’s Creed episodes, Abstergo 
aspired to launch a satellite with a Piece of Eden 
(a First Civilization device with the capability to 
contro! human minds, or alter their perception) 
on board, with a view to exerting global influence. 
What could they achieve with a must-have Animus 
device in the majority of homes in all developed 
nations? 


= Naturally, revenue accrued from the launch of 
such staggering hardware would be a global 
sensation, generating a quite colossal revenue 
stream. Even as a broadly linear (perhaps passive) 
experience, the bowdlerized Animus offered to 
the general public would facilitate sensations 
and experiences that would make contemporary 
forms of entertainment seem akin to a ball and 
cup. The modern Templar Order is, unmistakably, 
an ‘incredibly wealthy organization — but world 
domination (though some, naturally, would argue 
“salvation”) is an expensive line of business. 


Why is Abstergo releasing the Animus technology, and using the official 


hardware name? 


Due to the intensely valuable nature of the proprietary 
Animus technology, we can confidently state the mass- 
market device of the same name, poised for release at 
the end of Black Flag, is but a pale shadow of the true 


hardware. In all likelihood, it may be little more than a 
box running software designed to facilitate playback 
and an overall user experience from data streamed 
directly from the Abstergo Entertainment “cloud”. 


As for the use of the Animus name as a brand, 
i's quite a masterstroke. Effectively, Abstergo are 
hiding their technological advances in plain sight. 
The few souls who might have whispered darkly of 
leaked information and conspiracies concerning the 
Abstergo corporation and its Animus technology 
can more readily be dismissed as lunatics, luddites 
or trolls. 


The Animus is not a secret technological advance 
exploited by agents of an aeonian global conspiracy — 
it’s a bleeding-edge piece of entertainment technology. 
Obviously. 


Who - and what - is the Sage? 


We all witnessed the twist, so let’s not be coy: the Sage 
and John from IT are both incarnations of Aita, a First 
Civilization entity, and Juno’s husband, who is somehow 
experiencing a succession of recurrent existences in 
human form. Before we discuss the broader implications 
of this development, it’s worthwhile to look back at the 
narrative path that ed to this revelation. 


Early in Edward Kenway’s story, during his rather 
artless attempt to infiltrate the Templar ranks for a 
quick, opportunistic profit, it's easy to assume that 
the Sage is, if not an august soul possessed of great 
wisdom, at very least some form of mystic savant. 
As the existence of the Observatory is revealed by 
Laureano Torres, a conversation between the leading 
Templars first suggests that the Sage, though flesh 
and blood, is an entirely uncommon individual. 


Woodes Rogers: “Do we know its [the 
Observatory’s] whereabouts?” 


Laureano Torres: “We will soon. For in our custody 
is the one man who does. A man named Roberts, 
once called a Sage.” 


Julien du Casse: “It has been forty-five years since 
anyone has seen a true Sage. Can you be sure this 
one is authentic?” 


Laureano Torres: “We are confident he is.” 
Woodes Rogers: “The Assassins WILL come for him.” 


In the events that follow, though, we find that this 
Sage, Bartholomew Roberts, is a creature far 
divorced from our expectations. When Assassins 
launch an attack to free him from the grasp of the 
Templars, he slays an aspirant Brotherhood savior 
without a flicker of compunction. Roberts, we find, 
has little time for Templars and Assassins alike. As 
the story progresses, we gain a clear sense that 


Roberts is an amoral, murderous, slavemongering 
bastard. 


And this is where it gets really interesting. 


James Kidd delivers Kenway to the heart of an 
ancient temple, where the pirate is astonished to 
observe the face of Bartholomew Roberts set in 
stone. The sculpture is clearly hundreds of years old. 
Through this, we finally understand how Assassins 
and Templars, in Kenway’s age, have a clear 
understanding that a Sage of this precise visage 
appears at regular intervals. 


Ah Tabai: “The statue in the temple. Was that the 
man you saw in Havana?” 


Edward Kenway: “Spitting likeness, aye.” 


Ah Tabai: “It seems another Sage has been found. 
The race for the Observatory begins anew.” 


When Kenway’s persistence (and his quixotic 
campaign to obtain the fortune and glory that he 
imagines the Observatory might bring) leads to 
an unlikely alliance, Roberts extends the favor of 
a glimpse inside the First Civilization site before 
his double-cross... and the following candid 
admission: 


“! was born with Memories of this place. Memories 
of another time entirely, | think. Like a... like another 
life | have already led.” 


When Kenway finally catches up with his man 
towards the end of the story, the dying Roberts is 
even more frank: 


Bartholomew Roberts? “You're a stoic, then! 
Perhaps | was wrong about you. She might have 
had some use for you after all.” 


Edward Kenway: “She? Of whom do you speak?” 


Bartholomew Roberts: “She who lies in wait. 
Entombed. | had hoped to find her, to see her again. 
To open the door of the Temple and hear her speak 
my name once more. Aita...” 


Edward Kenway: “Ta/k sense, man.” 


Bartholomew Roberts: “/ was born too soon, like 
so many others before.” 


The present-day revelation that John from IT is 
another recurrence of Aita enables us to draw a few 
plausible conclusions: 


® The Sage is one man: Aita, Juno’s husband. 


« Aita is born in human form at regular intervals, 
perhaps every 40 to 50 years — in Kenway’s time, 
at least. 


« Born to different parents, and, presumably, in 
different locations, he always has the same facial 
features. 


« Aita has a reasonably clear recollection of his 
life from tens of thousands of years before, but 
does not appear to be experiencing a continuous 
existence: he always begins each life in the same 
State. 


« Above ail else, Aita professes to be driven to find 
Juno — by whatever means necessary. 


Though both Roberts and John from IT are decidedly 
unsympathetic characters, the character of Aita is 
fascinating. He is a First Civilization mind trapped in 
what, to him, is an alien mind and body, surrounded 
by a civilization founded by creatures that his kind 
created as slaves. 


What is the science behind the cyclical recurrence of the Sage? What causes Aita to be reborn? 


Aita himself, in his ‘John from IT” existence, 
gives a clue that can help us to venture an 
answer to this question: 


“It was her Juno’s experiment that made it 
possible for my rebirth as one of... these 
things.” 


From her conversations with Desmond in 
_ Assassin’s Creed Ill we know that Juno led a 
bioengineering project: one of the six “methods 
of salvation” explored by the First Civilization 
prior to the Catastrophe. She claims that Aita, her 
husband, volunteered as a test subject. When a 
failed experiment left him in a catatonic state, 
with no hope of a cure, she chose to end his 
suffering by her own hand. 


We also understand that the First Civilization 
attempted to preserve their genetic lineage via 
an interbreeding program with their human 
creations: another admission by Juno, this 
time at the conclusion of Brotherhood. It’s 
by this process that individuals with a high 
concentration of First Civilization genes (such 
as Desmond and his ancestors) can access the 
power of the so-called Eagle Vision. Even though 
June actually dismisses this as a pale reflection 
of the full “sixth sense” possessed by her kind, 
we learn that this capacity is latent in all humans. 


Though First Civilization technology is clearly 
Capable of feats that might seem fantastical, 
we are reminded by Bartholomew Roberts that 
it is grounded in advanced science. Consider 
his choice of words to an astonished Edward 
Kenway after the latter first witnesses the use of 
the Crystal Skull: 


“Every mechanism that gives this device its light 
is a true and physical thing. Ancient yes, but 
nothing supernatural or strange. ” 


The continued existence of Juno (and digital 
afterlife of Subject 16, with her guidance) proves 
that transcendence — the transfer of a mind from 
one vessel to another — is entirely plausible 
as a technology. The story of the Observatory 
and Crystal Skull also make it clear that the 
mechanical processes embedded in human 
DNA, a Critical element of the Assassin’s Creed 
story, do not simply record the existence of each 
individual: there are clearly other, hitherto untold 
applications. 


Considering these facts leads to an irresistibly 
plausible conclusion: that prior to his death in 
her time, Juno duplicated and “planted” Aita — in 
the form of data that contained his memories and 
unique physical form — into human DNA during 
the First Civilization’s interbreeding project. 


When certain conditions are met, which will 
statistically happen at semi-regular intervals, Aita 
is born again. He is a cuckoo’s egg placed in the 
human genetic nest — a remarkable feat of brood 
parasitism by his long-lost wife. 


After the Toba Catastrophe (a real-world theory 
that, at least in part, inspired the fictional 
Catastrophe that led to the extinction of the 
First Civilization) over 70,000 years ago, it is 
estimated that the population of Homo sapiens in 
Africa fell to between 1,000 and 10,000 breeding 
pairs. In the context of the Assassin’s Creed 
storyline, this provides the basis by which the 
latent “potentiality” of Aita could have spread 
around the world. 


In the early 1700s, during Kenway’s story, the 
world population is estimated to have been in the 
order of 650 million. At this time, the Templars 
suggest that a Sage is found approximately 
every 40 to 50 years. The world population in 
2013, however, now exceeds 7 billion. If there 
is any truth in our proposed theory for the 
dissemination of each Aita throughout history, it 
is possible that there could be multiple iterations 
of Juno’s long-lost husband in existence during 
the present-day storyline. It could be that John 
from IT had a number of twins out in the world — 
or exceptionally loyal accomplices... 


Is Aita aware of his previaus human exis 


practical realities of a civilizatio: 


What Aita experiences each time he arises is not 
reincarnation, or metempsychosis: these suggest 
a continuity of soul or awareness. It is, in the 
plainest explanation, a “respawn”: a mind and body 
that always begins in the same state. All he ever 
remembers at the beginning of each new incarnation 
is his original life as Aita, husband of Juno. 


That said, every Aita is inevitably a little different 
to the last. Even though he has the same physical 
form and memories, he arrives to different parents 
in another part of the world, and is informed by a 
life of different experiences. Who can say how many 
recurrences have died during or shortly after birth, 
or due to disease, starvation or violence, long before 
they could hope to approach the Observatory? 


How can Aita (especially as Bartholomew Roberts, 
a man living in the 18th century, far from the 
Information Age) possess knowledge such as the 
existence of the guardians of the Observatory, the 
fact that the Observatory is now 80,000 years old, 
or the minutiae of the roles played by the secretive 
Assassin and Templar factions? Assuming that he 
always begins as a tabula rasa other than his original 
Aita memories, there must be some other means for 
him to acquire knowledge — a way for him to bridge 
the gap between his first existence, and each of his 
isolated secondary existences over time. 


One explanation is that Aita, though perpetually 
cursed with a blank awareness of the milieu he is born 
into, is nonetheless possessed of sufficient wit and 
industry to locate First Civilization sites close to his 
place of birth. After all, he can hardly have attempted 
to reach the Observatory in every incarnation. Prior 
to the European colonization of the Americas and 


Hifes Crit ce 


advances in naval technology and techniques, it’s not 
as if he could just charter a ship to the Caribbean. It 
may be that his most successful existences brought 
him into contact with First Civilization technology or 
recorded information that enabled him to learn more 
about the world. Not everything — but enough. 


Another possibility to consider is that, though 
Roberts and John from IT profess to have not seen 
or heard Juno, this does not mean that she has not 
seen Aita. Has she somehow steered her husband 
in accordance with her grand machinations? This 
would certainly be in keeping with the character we 
witnessed in Assassin’s Creed Ill. 


A third likelihood is a composite of the above 
explanations, but with the added twist that Aita was not 
just cast adrift into the human bloodstream. Instead, 
he and Juno devised a clear plan beforehand. He is, at 
least to some extent, aware of her intentions, knows 
that she safely exists somewhere in the world during 
his every resurgence, and will one day be reborn. 
Perhaps they discussed the practicalities of the lives 
that would lie ahead of him, recurring within the ranks 
of humans. He and Juno could easily have identified 
First Civilization sites all over the world that only he 
would know of, and could use as “dead drops”. In 
every successful incarnation, he could visit the site 
closest to him and leave messages and items to 
gradually expand the knowledge of the Aitas who 
would follow. This would enable subsequent iterations 
to exploit clues left by their forebears, and gradually 
accumulate a large body of knowledge. 


The final theory is substantiated by a comment from 
John from IT just after‘the postponed return of Juno, 
and moments before he was killed by security guards: 


d if not, how does he know so much about the history and 


“1 envy you! It was her wish that | be here to greet her.” 


Regardless of his background, the act of seeking, 
discussing or researching anything relating to the 
First Civilization has clearly brought each Aita into 
contact with Assassins and Templars. They are, after 
all, moths drawn to the same flame. Whether offered 
voluntarily, inadvertently revealed or confessed 
under duress, he might have disclosed information 
that has stoked the fires of the conflict between 
the two factions. We see him make fairly candid 
admissions to Edward Kenway in the past, and the 
unnamed Abstergo researcher in the present. This 
could mean that a significant sum of Templar and 
Assassin knowledge of the First Civilization and its 
technology might actually have been disseminated by 
Aita himself over 80,000 years. 


What did Aita hope to achieve in the Observatory, or by using the Crystal Skull? How could he use the 
device to find Juno if he didn’t have her blood? 


His declared motive was to locate Juno. The 
disappearance of the First Civilization blood vials 
indicates that his visit had another purpose. 
. After many presumed attempts, it is suggested 
that this was his first time inside the building in 
human form. 


After the death of Roberts and the later 
confrontation with Laureano Torres in the 
Observatory, Kenway and Ah Tabai have the 
following conversation: 


Ali Tabai: “We will seal this place, and discard 
the key. Until another Sage appears, this door 
will remain locked.” 


Edward Kenway: “There were vials when | 
came here last. Filled with the blood of ancient 
men, Roberts said. But they’re gone now.” 


Ah Tabai: “Then it’s up to us to recover them. 
Before the Templars catch wind of this.” 


Who took the blood vials? Given that Torres 
and most of his men were slaughtered in the 
chaos that accompanied the activation of the 
Observatory’s security system, it’s a fair bet 
that Roberts had spirited them away earlier. But 
where? And to what end? 


lf we jump back to the moment when Roberts 
and Kenway first enter the Observatory, there is 
an exchange that offers a clue: 


Edward Kenway: “More blood vials.” 
Bartholomew Roberts: “Yes. These cubes 


contain the blood of an old and ancient people. 
A wonderful race, in their time.” 


Edward Kenway: “The more you talk, man, the 
less | understand.” 


Bartholomew Roberts: “/ don’t expect you to. 
Only remember this: the blood in those vials 

is not worth a single reale to anyone anymore. 
It may be again, one day. But not in this epoch.” 


It could be that, with the right technology, the vials of 
blood can be used to revive former First Civilization 
minds — perhaps to transfer a “save state” to 


a new (and presumably human) vessel. The gasses 


epee 


disappearance of these vials rather corroborates 
their status as objects of great potential value. 


It is also an event that reinforces the possibility 
that Aita is not motivated solely by a desire to 
be reunited with his lost wife, and is playing an 
arranged role. 


How does the Crystal Skull device found in the Observatory work? What is its purpose? 


This new plot development indicates that the 
processes embedded within human DNA don't 
simply serve to record data, as experienced with 
the Animus technology: they also broadcast it 
in real time. To view this audiovisual feed, you 
simply need an appropriate interpreter/projector 
(a Crystal Skull), and a means of identifying the 
precise signal of the target — blood. In essence, 
the vials of blood are akin to telephone numbers 
or IP addresses. 


The appearance of First Civilization blood within 
the Observatory’s archives indicates that the 
precursor race, by choice or design, perhaps 
had a similar or identical form of genetic 
“machinery” to the human slaves they created. 
This could have been employed to track the final 
remaining members of their dying race in the post- 
Catastrophe world. 


Juno (and her co-conspirators in her original 


lifetime) may also have used the Crystal 
Skull device to obtain information on other 
technologies developed by the likes of Minerva 
and Tinia. It certainly presents a logical method 
by which Juno could obtain enough information 
to subvert Minerva’s “prognostication” project, 
and to steal, then exploit, the transcendence 
technology that facilitates her continued 
existence (not to mention the comparatively bite- 
sized recurrences of Aita). 


Vhat did the Templars plan to do with the 
Observatory? And why did they apparently “forget” 
about its existence (and the Sage) after the death 


of Bartholomew Roberts? 


As you might expect, they intended to use it as an unprecedentedly 
powerful tool for espionage. As Roberts demonstrates the power of the 
Crystal Skull to Kenway, they witness the following conversation: 


Woodes Rogers: “You have a bold Idea. But | must think it carefully 
through.” 


Laureano Torres: ‘A simple pledge of loyalty is all you need suggest to the 
House of Commons. An oath, a gesture, and a simple ceremonial dram of 
blood taken from the finger. That’s all.” 


Woodes Rogers: “The ministers may give me trouble, but it should be 
easy enough to convince the House of Lords. They do adore an excess of 
pomp and circumstance.” 


Laureano Torres: “Exactly. Tell them it’s a show of fealty to the king... 
against those revolting Jacobites. The crucial detail is the blood. You must 
get a sample from each man. We want to be ready when we find the 
Observatory. ” 


With this subterfuge, the Templars could use the power of the Observatory 
to pry into the lives of friend and foe alike. This could provide the Order 
with priceless and powerful leverage: raw information, blackmail material, 
logistical data accurate to the very second. This is confirmed when 
Kenway assails Woodes Rogers, who offers a traditional Templar rationale 
for infringements of individual liberties: 


Edward Kenway: “/’ve seen the Observatory, and | know its power. You'd 
use that device to spy and blackmail and sabotage.” 


Woodes Rogers: “Yes, and yet all for a greater purpose. To ensure justice. 
To snuff out lies and to seek truth.” 


Limitations on communication and travel in 
the 1700s, not to mention the availability of a 
single Crystal Skull, would have doubtlessly 
tempered the potential ambition of Templar 
conspirators in possession of the device. In 
the present day, however, we can assume 
that Abstergo scientists might reverse- 
engineer the technology for reproduction: an 
alarming prospect. And yet, for reasons that 
aren't entirely clear, the concept of the Sage 
and the Observatory practically dropped 
out of Templar history until the present-day 
events of Assassin’s Creed !V. Even though 
Kenway dealt a savage blow to the Order by 
eliminating a number of its leading agents, 
it still seems strange that this prize would 
become little more than a forgotten footnote 
in Templar records. 


Unless, of course, this was all entirely by 
design and execution. Could Aita himself, 
perhaps in his next guise, have somehow 
excised himself from the secret history 
known only to Templars and Assassins? 
Which leads us to... 


What is the “Manifesto of the Instruments of the 
First Will”? 


The Manifesto is a text that can be found in the present time. Written by a 
so-Called “true disciple”, it posits that mankind is but a tool created by the 
First Civilization, and must therefore willingly relinquish free will in favor of 
servitude to its ultimate progenitors. The tone of the piece suggests that the 
author regards this surrender as no less natural than a hammer yielding to 
the outstretched hand of a blacksmith. 


The Manifesto could be seen as evidence of the existence of a third, secret 
faction — especially as itrefers to “True Templars”, willing to act as servants 
of the First Civilization. Is this a new form of crusade established by Aita? 


It seems curious that conventional Templars would submit to the discipline 
and obvious compromises inherent to this new movement. After all, the 
words and deeds of most senior Order figures encountered throughout the 
Assassin’s Creed story so far suggest that, though they wish to usher in 
a new world order, they hardly intend to be direct subjects of it. They will 
be the overseers, the custodians, the very shepherds of humanity, and 
would not wear the figurative shackles that would serve to becalm the 
more distasteful proclivities of their flock. 


But then: not every Templar is a Torres, a Borgia, an Al Mualim, or even 
a turncoat scion of a Kenway. So who are these Instruments of the First 
Will? Let’s consider a few options: 


™ They are most likely (perhaps predominately) Templars who have 
come to regard the return of the First Civilization to be inevitable. They 
conspire to be in a position of relative favor when that day comes, 
rather than buried or uncompromisingly enslaved along with their more 
conventional kith and kin. Some animals, after all, will always be more 
equal than others. 


% Their numbers may include other First Civilization individuals planted 
in the human ancestry by Juno, who have been located and invited 
to march under this new banner... or even new additions somehow 
cultivated via the blood samples taken from the Observatory. 


« An exotic, certainly unlikely, but nonetheless interesting idea: each 
acolyte is actually a recurrence of Aita, who now exists in multiple 
concurrent bodies as a consequence of the explosion in global 
population. If he had a vanishingly small probability of existence in the 
limited post-Catastrophe gene pool, and a rate of rebirth more regular 
than Halley’s Comet in the 1700s, he might now arise several times per 
generation. (This would explain, to an extent, his readiness to embrace 
“suicide by cop” when discovered by Abstergo security guards — more 
on which shortly.) 


Greater social mobility, cultural latitude, improved standards of education, 
ease of communication and the plausibility of long-distance travel may 
have made it markedly easier for each iteration of Aita that followed 
Bartholomew Roberts to move unmolested in the wider world. If you 
can recall his conversations with Kenway prior to their arrival at the 
Observatory, he appeared intrigued (even positively tickled) by the concept 
of creating his own “creed” for the men by then under his command. This 
may have offered a hint of foreshadowing — a suggestion of what Aita, 
through coincidence of innate character or a prompt somehow left for a 
future self, would later attempt. 


Even if Aita has not personally initiated and nurtured this new cabal, it may 
be that his disappearance from living memories and written (albeit secret) 
histories is a consequence of steps taken by the Instruments of the First Will. 


Alternatively, it could be that the entire piece could be a fanciful, feverish 
exercise in zealotry written by John from IT, and distributed in a coded 
format in an Abstergo (ergo Templar) establishment by a man increasingly 
estranged of his senses. Observing John and (to a perhaps lesser extent) 
Bartholomew Roberts, it’s possible that the experience of living within a 
human body and mind robs Aita of more than a measure of rationality. 


What is the substance that John from IT injects into the unnamed present-day “player chareciel’ at the end of the 
game? And why does he commit “suicide by cop” when exposed? 


Aita, as John from IT, appears preposterously 
assured in his role at first. He directs the “player 
character” to conduct corporate espionage as a 
father might ask a child to perform simple errands. 
As events unfold, he casually grants the favor of 
escalating security clearance, and orchestrates the 
delivery of data to a pair of Brotherhood agents — 
one actively employed in a coffee concession stand 
as a passive observer, the other a courier — who 
can clearly approach the Abstergo Entertainment 
building without fear of discovery. In short, John 
has a commanding position. He is creating, curating 
and maintaining complex computer systems, which 
presents him with extraordinary license to abuse 
the trust of employers and colleagues who simply 
don’t understand his craft. What’s more, he’s clearly 
capable of circumventing any attempts by Abstergo 
(by extension, the Templars) to maintain effective 
oversight of his activities. 


It's evident that John from IT, with the visage of 
Bartholomew Roberts, who is ultimately Aita, 
revealed in that Bunker scene, is clearly disturbed 
by the distinct lack of anticipated fruition. Juno does 
not adopt the “player character” vessel, as he had 
imagined, and Aita is evidently disquieted by this. But 
the moment where he injects the “player character” 
does not scan as a murder attempt. After all, Aita 
has a firearm on his person. Why inject a victim 
with a poison when you can simply shoot (or, for 
that matter, throttle) them? And, moreover, why turn 
on two trained security guards with a weapon after 
shouting a surreal exhortation? 


Note, as well, the words chosen in his martyr’s 
valediction: 


“Guide me into the grey, beloved! | AM YOUR 
INSTRUMENT!” 


Looking back at these events, it’s clear that Aita 
had no intention of killing the “player character”, 
and intended to die — indeed, it’s possible that he 
arranged his own discovery. His final actions reek of 
“olan B”, even if he does seem a little divested of his 
wits during the prior monologue. 


Think back to Melanie Lemay’s facial expression as 
she delivers these lines after the “player character” 
regains consciousness in her office: 


‘A doctor came by. Said there wasn’t anything to 
worry about. That the liquid in that syringe was far, 
far below a lethal dose.” 


The evasive shift in Melanie’s eyes and expression as 
she says this, perhaps the act of an individual seeking 
to disassociate themselves from an uncomfortable 
lie, might indicate that these words are spoken as 
an edict issued and not entirely understood. Even 
the words themselves are curious: far below a lethal 
dose, and nothing to worry about? The “player 
character” is also told that (s)he was a suspect in 
the Abstergo Entertainment intelligence leaks prior 
to John’s death, but now — apropos of a gun, a 
syringe, a madman — is in the clear. It’s just a little 


too convenient, and might suggest that the Templar 
hierarchy (which cannot be entirely oblivious to the 
significance of these events) is watching, and waiting 
to see what happens next. 


And why? Well: 


« If John from IT didn’t intend to poison the “player 
character”, he certainly attempted to introduce 
some biological or technological agent of note into 
that “tender body”. What might that have been? 
A tracking device? Data? Some form of device 
or chemical with a later purpose? It may be that 
there actually was a sub-lethal dose of poison in 
the fluid, designed to act as a masking agent, and 
obfuscate his true intentions. As regards Melanie’s 
awkward response in this eventuality: how would 
you attempt to explain to an employee that a co- 
worker attempted, but failed, to kill them with 


poison injected via a syringe? Or, by managerial 
mandate, attempt to pass such an event off as 
somehow being no more consequential than the 
theft of a sandwich from an office refrigerator? 


« lf Templar leaders were unaware of Aita before, 
they’re now almost certainly focused on John 
from IT’s background. Bartholomew Roberts 
pleaded with Edward Kenway to destroy his 
body to prevent it falling into Templar hands. By 
contrast, John from IT all but ambulates his corpse 
directly to an Abstergo autopsy. Did he intend to be 
caught? And if so, why? What might happen if his 
genetic memories are explored? 


= “| am your instrument”: too particular to be 
a coincidence, this seems to confirm Aita’s 
involvement in the prospective third faction that 
the Assassin’s Creed IV story appears to introduce. 


Why was John from IT leaking secrets to the Assassins? And why were Shaun and Rebecca able to 
operate in the reception area without apparent fear of detection? 


Desmond was obviously known to Abstergo, of 
course, and his father William presumably has a 
privileged position in games of “locate, question, 
strangle” enjoyed by elite Templar operatives 
in their quieter moments. By contrast, Rebecca 
Crane and Shaun Hastings were backroom staff: 
the former a technician, the latter a historian. These 
are not individuals that we have come to view as 
being frontline Assassins. While discussing John 
from IT’s actions after his death, Becca quips: 
“We take who we can get!” — a playful comment 
that might also reference the Brotherhood’s 
diminished ranks and her unorthodox assignment. 


In the event that Rebecca and Shaun feature in 
Abstergo security advisories (quite possible, 
given their association with Lucy Stillman — a 
triple agent), we can only assume that John from 
IT had taken steps to disable or adjust facial- 


recognition software associated with pertinent 
lobby camera feeds. 


As to why these unlikely operatives are on this 
assignment, the conclusion of Assassin’s Creed 
lll saw them flee with Desmond’s father from 
the Grand Temple before Juno’s “ascendency” 
and, we learn in Black Flag, just prior to the 
arrival of an Abstergo recovery team. As the 
Brotherhood is aware that Juno may now exist 
in the global telecoms network, they have been 
assigned to learn more about her whereabouts. 
As Shaun states, they are extremely interested in 
Abstergo’s cloud servers. John from IT was their 
contact in the Abstergo Entertainment office, and 
we can only guess his motives for working with 
them. That said, Juno appears to have pitted 
Assassin against Templar (and vice versa) to suit 
her requirements on more than a few occasions, 


so it may be that John from IT had a defined goal 
in mind. 


One thing that we can definitely say about the 
espionage conducted by Rebecca and Shaun 
is that the disappearance of Olivier Garneau, 
CCO of Abstergo Entertainment, was almost 
certainly a Brotherhood operation (and a 
direct consequence of hacking by the “player 
character”). As to how much they know of 
Juno’s whereabouts and intentions, or the true 
identity of John from IT, we cannot possibly say. 


iy, 


Why did the attempt to reincarnate Juno in the player character fail? And what is the meaning of Juno’s message? 


RS a F Juno confirms what we suspected from her ‘words at .day soon, | hope. For the world is nearly ready 
the end of Assassin’s Creed Ill. Her mirid is still alive, no for her return! Wired. Prepared for a second 
longer anchored to the Grand Temple, and she now exists coming!” 
in (or has free access to) global telecommunication 
networks. The idea that she might be capable of Though Aita gave his wife a vessel to occupy, 
exploiting the technological dependency and sheer Juno judged the timing to be inauspicious. Her 
interconnectedness of the modern world is confirmed final words during her brief appearance make it 
by John from IT just prior to his death: clear that she does not yet have the resources 
to enact the endgame of her 80,000-year plan. 
“| wish | could explain all this strangeness, but “There is more work to do, more samples to 
there isn’t much time. The short of it, is you saw _acquire, more artifacts to find, before my will 
my beloved Juno. And for a brief moment | may obtain.” 
thought she might occupy this tender body 
of yours. But something went wrong. And There is a good chance that, as Templar goals 
now she’s back out there. Adrift. Oh... are broadly aligned to her own (it’s all about 
she was magnificent once. One of a whose hands hold the reigns once they have 
race of beautiful, wonderful creatures. been put in place, after all), Juno is also waiting 
They created your kind. Did you know for them to inadvertently lay the groundwork 
that? Your people were tools to for her ascendency. This may even be related 
4 them. That's all you have ever been. to the imminent roll-out of the consumer 
That's all you should ever be! One Animus tech. 
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Anything else? 


Before we end our analysis, there are a number 
of stray observations that we would like to 
share. Many of these ideas, questions and 
suggestions concern plot developments that 
might carry over into future Assassin’s Creed 
episodes. Most of these suggestions will 
transpire to be little more than wild speculation, 
and must be taken with a pitch of salt. But 
Still: discussing ideas such as these will help 
to while away the time until.a new Creed 
installment offers definitive answers... 


= Templar possession of John from IT’s body 
is obviously a huge event. If his genetic 
data were to be sequenced as Desmond’s 
has been, what might Abstergo researchers 
find? And, given the almost voluntary nature 
of his death (he’s clearly unhinged, but that 
explanation cannot suffice: this is an individual 
who successfully held down a senior role in 
a major Abstergo facility), what might Alita 
secretly intend for them to find? 


« As the Observatory and Crystal Skull in the 
Caribbean practically disappeared from annals 
of the Templar Order at some point after the 
death of Bartholomew Roberts, it’s reasonable 
fo assume that Abstergo has dispatched a 
team with precise GPS coordinates to visit that 
location. What might they discover on arrival? 
One explanation for the sudden disappearance 
of the Sage from history might be that Aita’s 
subsequent visit to the Observatory was rather 
more successful. If that were the case, what 
might be left for the Templars to find? 


= The Assassins are clearly searching for clues 
on Juno's intentions and whereabouts, but 
also appear to have the means to learn more 
about Abstergo’s new Animus tech — it’s safe 
to assume that the missing Olivier Garneau is 
a guest of theirs. 


a 


lf the consumer Animus hardware is dependent 
on the Abstergo “cloud” and direct connections 
to their servers, is this something that Juno can 
exploit in her current form? 


p 


Black Flag focuses primarily on the life of 
Edward Kenway, but it seems implausible 
that Abstergo would not have specialist, 
loyal Templar researchers concentrating 
on Desmond’s life (and, moreover, the pre- 
conception history of his father, William). If this 
were to be the case, the Templars might learn 
the locations of Brotherhood compounds, and 
much more besides. What could this mean for 
the present-day war between the Assassins 
and Templars? 


= Here’s an interesting thought: the Animus is 
being rolled out to a mass-market audience, 
with its software offering “canned” full- 
immersion experiences designed around 
edited memories. We can safely surmise 
that this will be a global sensation. But given 
the opportunity, how many people wouldn't 
leap, wide-eyed and wallets outstretched, at 
the possibility of reliving cherished moments 
from their own lives? For an organization 
that would demonstrably profit by obtaining 


blood samples from millions of people, 
might this be a killer app for a later stage in 
consumer Animus development? It’s rather 
more plausible than the method suggested by 
Laureano Torres 300 years before: “An oath, 
a gesture, and a simple ceremonial dram of 
blood taken from the finger.” 


Isn’t it rather bizarre that Aileen Bock’s early 
experiments in the Surrogate Initiative led 
her to such a specific moment in the life 
of her husband’s mother — an event that 
alluded to some form of First Civilization 


artifact hidden during World War II? ThiS sissy 


catalyst seems almost designed to arouse 
Templar interest. It led to direct attention 
within Abstergo, an increase of funding, the 
involvement of Warren Vidic, and, ultimately, 
the development (and later mass-market 
development) of this advanced offshoot 
of Animus technology. Revelations and 
Assassin’s Creed ll cemented Juno’s role as 
a master manipulator; Black Flag introduces 


the concept that other First Civilization minds ‘a: 


may also be at work. In this context, it seems 
entirely unlikely that Aileen’s historical 
discovery was pure happenstance. 
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Creative Director, Assassin's Creed IV Black Flag 


EVERY PAGE A TREASURE 


It’s all in here... all secrets, all bonuses, all collectible items, 
all hidden destinations, all Achievements and Trophies. 


YOUR ULTIMATE GUIDE TO 100% COMPLETION 


An at-a-glance walkthrough steers you through every moment of the 
adventure supported by detailed, annotated next-gen screenshots. 


ALL GAME SYSTEMS DECODED | 


WORTH ITS WEIGHT IN GOLD! 


“This guide is quite simply exceptional. To have synthesized Assassin’s Creed IV Black Flag into this single volume is one 
remarkable achievement. It is the result of a resolute collaboration between Piggyback and the Ubisoft development teams, 
an association initiated by the release of Assassin’s Creed I/. Everything you need is in here: the settings, the intrigue, 

the missions and an in-depth explanation of all game systems, beautifully laid out with tons of concept art. Having read this, 
| believe you will know as much about the game as we do, if not more.” 


Statistics, diagrams and analysis from our experts provide a 
comprehensive understanding of all game systems and features. 


MULTIPLAYER SECTION 


Includes hi-res maps, advanced tips and a wealth of insights. 


INCLUDES A 2-SIDED MAP POSTER 


COVERING THE IMMENSE GAME AREA! 
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100% COMPLETE 


Main missions, side quests 
and optional challenges — 


‘@) all streamlined for 100% complet 
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